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subscribe now >nd get 

12 ISSUES 

FOR THE PRICE Cl F 4 AT 
THE NEWSST ,ND, PLUS 
YDUR CHOICE OF A 



Send this i«-»-*ljw qri 

1-BCD-255-37D 

MDN.-5AT. 6 A.M. TU 9 PM. SUNDAYS 6 A.M. TO 7 P.M. (PST) 
VISA and MasterCard accepted. 


SIGN ME UP FDR MORE POWER! AND SEND 
ME THE FREE PLAYER’S GUIDE CHECKED BELDW. 

□ 12 IS5UE5 FDR £19.95 U.S. ($27.95 Con.)* 

□ 24 ISSUES FDR $36.95 U.S. ($51.95 CON.)* 

SAVE $ 3 ! 

□ 36 ISSUES FDR $49.95 U.S. ($69.95 Cdn.)* 

SAVE $ 1 D! 


trices listed incjojoe all applicable taxes r lease allow * e weeks for oeuvery 

SEND me the Player’s Guide I’ve checked. 

□ Mario Kart 64 (#2752) 

□ Super Mario 64 (#2753) 

□ Donkey Kong Country 3 (#27 54) 

ENCLOSE THIS ORDER FORM WITH YOUR PAYMENT OR CREDIT 
CARD INFORMATION IN A STAMPED ENVELOPE AND MAIL TO 

NINTENDO POWER” 

P.O. BOX 97043, REDMDND.WA 9BD73-9743 


CANADIAN RESIDENTS BEMEMBfR TO USE AN INTERNATIONAL POSTAGE STAMP. 



FUR THIS MEMBERSHIP BY (CHECK ONE): 

Dvisa C 


I’M PAYING 

□ CHECK OS MONEY QROER L-l VISA L-J MASTERCARD 
RAYA'J LE TO NINTENDO {PLEASE OONT 57AI LE YObR Fv\YMENTTO THE ORDER FORM AND 
PLEASE DO NOT SEND LkUH SENDING CASH WJLL HOLD UP PROCESSING OF OHOESJ 


PLEASE PRINT LEBIbLY IN INK. 

lUQCATEO NEXT TD YDO* NAME ON VDUfl 
MAGAZINE ADDRESS LAREL J 
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WHEN YOU SUBSCRIBE! (OR YOU CAN CHOOSE A 

DKC 3 or Super Mario B4 player’s guide.) 










Only Nintendo Power Magazine gives you all the insiof information, tips, 
ANO THICKS THAT WILL SHOW YOU HOW TO DRIVE YOUR COMPETITION CRAZY] 

IN FACT, EVERY ISSUE IS A CRASH COURSE IN WINNING. LEARN HOW TO SET MORE 
HORSEPOWER OUT OF ALL YOUR NINTENDO GAMES ANO SYSTEMS. SUBSCRIBE NOW! 

CALL 1-3QQ-255-37Q0 ^o subscribe for just $19.95' a year and 
I GET A TREE MARIO KART 64 PLAYER'S EUIOE. 


DANAOIAN RESIDENTS PAY $27.95 









Clawing out an existence <n 
the shadow of vfcfous 
Sfonosaurs fs nearly fmpos- 
sfble fn Turok's tost land, 
blit thfs month we've got 
the coverage you'll need to 
ensure that you're the 
hunter, not the hunted. 








‘96 NP AWARDS 


Pak Wafch 100 
Next Issue 00 
Game List OB 


The 1996 Power 
Nominations 

What w^s your f?vcrite game of 
1996? Chock out the Annual Nintendo 
Power Award nominees then mail in 
your ballot With your entry, you 
might scam some coo/ prizes* 


Doom 64 


Lock and io.nd, space marine This 
month’s preview is armed with 
secret sppes and recon photos of 
all new areas in the fastest, bad- 
dost and best looking Doom game in 

the entire universe 


Push the performance envelope in 
Time Trial mode* Snag the latest tips 
and strategies for getting the best 
times in Mario Kart 64, then race, for 
on exclusive, Gold N6 • Controller' 






Mario Kart 64 


Volume 94 March 199 
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What? No “Worst Dressed Game Character” catenary??? 
This month we announce the nominees for the 1 996 
Nintendo Power Awards. Send us your winning suggestions 
on new categories you’d like to see for next year’s awards. 


NmT&NDo Powe^E 2! 

f0.6ox 970*3 ^ 

Re£>rA<WO,vm 9 ^ 073-7733 rr 


Mansd Anas • Wharton, Texas 


Brian Borffi * Shawnas, Oklahoma 

Old Games Never Die 

What do you think you're 
domg ?r J? What’s with the lim¬ 
ited edition covers? I'll tell 
you this, you won't see me 
running to the closest store 
and buying three more issues 
that I already own, just to have 
the covers piece together 1 
And about the concern you 
have of retiring games after a 
certain amount of time, \ have 
a great idea after 12 months, 
the games could be placed in 
a “hall of fame". Then you 
could have a section just for 
"oldie, but goodie" video 
games 

Matthew Collins, jr. 

Via the Internet 
Actually, in 1995, beginning 
with issue 68, we added the 
Hal! of Fame to the Power 
Charts to recognize the classic 
chart-toppers We didn't retire 
the Hall of Farners, so this 
could be the Mir solution to 
keeping the Charts fresh 

Small Creature Features 

I recently saw a commercial 
for a Sony Play Station game 
called "Bandicoot Boy" or 
something of that nature Why 
does Sony and the hedgehog 
company (there's no need to 
state the name of the company 


that the hedgehog belongs to) 
insist on having small mam¬ 
mals as video game heroes 
and heroines? Do they just 
appeal to their type of gamers? 
This is a topic that would take 
a special agent from the FBI 
months to figure out \ also 
noticed that the second hedge¬ 
hog game stars a two-tailed 
fox who can hover above the 
ground, similar to Dixie Kong's 
helicopter spin move That 
gets me thinking-did the 
hedgehog company send a 
buff, elite team of commandos 
to steal an early demo of 
DKC2 to use its ingenious 
ideas in its evil games' 1 

Samuel Kooistra 
Little Rock, AR 
Very suspicious We're send - 
irtg in Scully and Mulder to 
investigate your commando 
and small mammal conspiracy 
theories. 

Perfect Ten 

Top ten signs you've been 
playing Super Mario RPG 
too long 

10) You eat rraple syrup on 
mushrooms for lunch 
9) You cal’ your dog Bowser 
and your fish Jonathan Jones 
8) You tned to grow a 
beanstalk 
tall enough ^ 
to climb 
into the 

* 

clouds rn 

7) A guy in |, 
a purple out- g 
fit throwing 
bombs at you g 
haunts your % 
dreams 
6) You expect 
to get cookies 
when you wi n 
at a track meet 
5) You named 


your doll Genu 
4) You search under your bed 
for a Dry Bones flag 
3) You demand the removal 
of all the factories in the U.S. 

2) When you find a mole 
hole, you expect to see a mine 
cart nearby 

1) You keep all the shiny 
stones you find in case you 
run into a sealed door 

Erin Husson 
New Bern, NC 

You Can't Beat This 

I'm wnting to comment on the 
durability of the Super NFS. 

My brother (eight years of age) 
has been trying to destroy my 
system every time he gets 
mad. One day he got mad at 
me and took my Super NES to 
the back porch and hurled it 
down 20 feet to its doom. It 
hit the ground and didn't have 
a scratch on it 1 then plugged 
it back in, and it still had a 
good picture and control 
Since then, my friend came 
over and accidentally dropped 
a 12 inch screen TV on it 
The TV broke a hole in the 
system, but the system still 
works (the reset button just 
gets stuck a little bit) I have 
had my Super NES for 


three wonderful 
years and am now a proud 
owner of an N64 Did 
Nintendo make this system to 
withstand brutal punishment, 
or did I get lucky? 

Chris Ladewig 
Via the Internet 
You certainly weren't lucky 
to have your Super NES so 
brutally punished, but, yes, this 
durable system was built to 
withstand your aggressive game 
playing And while the Super 
NES was designed to be tough 
inside and out, we wouldn't 
recommend using the system 
as a dodgeball or doorstop 
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Spread the Word 

Killer Instinct Gold is the best 
arcade translation ever creat- 
edMl I mean, the graphics are 
the same as the arcade, and 
the sound is a mazing I It's 
amazing what a little time will 
do to a game (and this one 
took time to fimsh-but it was 
worth it) Spread the word of 
the N64's capabilities and try 
to make the commercials 
depict the realistic power of 
the system Keep up the gre.it 
work in leading the computer 
industry into the 21st century! 

Ben Davis 
Griffin, GA 

King of the Kong Games 

I recently had an idea that any 
Donkey Kong fan will appreci¬ 
ate There are now four mam 
characters (Donkey, Diddy, 
Dixie, and Kiddy) in the three 
Donkey Kong Country games, 
right? And there is a four-pad¬ 
dle contjol deck on the N64, 
right? Well, if you put four 
and four together, do you not 
get what could be the greatest 
Donkey Kong Country game 
for years to come? Think 
about it You put the DKC 
characters in a game for the 
N64, add the other Kongs and 
the bears and the Krems and 
the animal friends, and you've 
got yourself one great game I 
mean, I'm no game designer, 
but that is a pretty good layout 
if I do say so myself 

Mike Klein 
North Ogden, UT 

Mr. Coinmaster 

i have to admit that I had my 
doubts about the N64 I had a 
wad of cash burning a hole in 
my pocket and have always 
been a Nintendo faithful To 
be brief, I came, I played, and 
was blown away. Oh, and the 
controller fits like a glove! 

Keep up the nice work and 


Background Art Valerie Starenchak • 




keep Jt coming Arid 
check out my scores from 
Super Mario 64 I beat out 
your flabby game pros for coin 
totals on six levels by as much 
as 10 coins (they can call me 
Mr. Co inmaster}. 

Damien Hess 
Meadowcreek, British 
Columbia 

Our game pros are impressed 
with your playing skills, 
(though they're not too excit¬ 
ed about your assumption that 
they l re flabby) "Try this, Mr 
Coinmaster, 11 our svelte game 
pros challenged, as they com- 
pleled their200th ah crunch 
"See if you can get on top of 
the castle roof in Super Mario 
64 without using the cannon " 


I Remember When.,. 

In volume 88, reader Nick 
Pagano wrote about how 
things had changed between 
the original NES and the N64. 
He said the NES games had 
rigid graphics and ugly sound 
effects These arc the games 
that shaped the Nintendo of 
today Saying these games are 
"rigid" is saying you don't 
unde r stand what Nintendo 
used to be about Nintendo 
Power can show the changes, 
if you take a look at issues like 
volumes 1 through 20 They 
all had bright pages with col¬ 
orful drawings that made 
Nintendo fun without just 
shoving bland information 
down your throat But now, 
there arc no more artists to 
draw great pictures of the 
game heroes, just computer¬ 
generated pictures that have 
no life It seems that Nintendo 
Power has lost the ongmality 
that was 
alive in the 
late 

‘80s and 
now has 
taken on 


the image of bonng game 
magazines that you find lined 
up in stores In a way, I think 
Nick Pagano was nght saying 
things have changed, but for 
now I will keep my subscrip¬ 
tion in hope that Nintendo 
Power will remember why it 
became so popular. 

Chris Raginski 
Flushing, NY 


Dunnellon, Florida 
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WJII Super Mario 64 ever be dethroned? Mighty Mario had belter k« 
because it looks like Link fans are set to stage a coup. Zelda 64 is still 
horizon, but it’s racking up piles of votes, making it this month’s Most 
Keep on voting, and we’ll keep you up-to-date on the revolution! * 



STAR WARS: 

SHADOWS OF THE fM ,IKl 



Super Mario refuses to let go of the 
top spot, while Mono Kart 64 speeds 
into third, closing in on Dash Rendar 
Sure the Star Wars hero s tough, but 
he'll have to be the bridesmaid in this 
Marto sandwich 
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Donkey, Diddy, Dixie, and Kiddy are this 
month stop bananas Kudos to the 
entire Kong clen end their third Donkey 
Kong Country romp as they managed 
to dominate this month's Super NtS 
top tea 
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■ 11 
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NINTENDO 
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OONKEY KONG COUNTRY 2: 
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NINTENOO 

R 

: 17 

6 

CNRDND TRIGGER 

SQUARE ■ 

6 

2D 

7 

SUPER MARID KART 
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THE LEGEND Of ZELDA: 

LINK'S AWAKIHING 


DONKEY KONG LAND 






1 TNE LEGEND OF ZELDA: 

NINTENDO 
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2 OONKEY KDNGLAND 

NINTENDO 

- 

26 

3 OONKEY KDNGLAND 2 

NINTENDO 
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4 TETRIS ATTACK 

NINTENDO 

4 
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S TETRIS 

NINTENOD . 
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i 52 




DONKEY KONG LAND 2 


K 






The Game Boy Cherts have been ruled 
by Link for almost three years, and the 
much anticipated rerelease of Links 
Awakening will surely extend his rb-ign 
for years to come Long live the king' 




/. TNI LEGENO DF ZEIDA 64 (N64) 

2. 64 DD (N64) 

3. NINTENDO 64 

4. MAKtO KART 64 (H64) 

5. GAME ROY POCKET 

6. SUPER MARID 64 (N64) 

7. STAR WARS: SNAOOWS OF TNE 

EMPIRE f N64) 

R. YDSNI'S ISLAND 64 {N64} 

9. X-RAND MODEM (SUPER NES) 

10. STAR FOX 64 (N64) 
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LETTERS, C 0 WTJNUEO 


Wc th/nk the computer-gener¬ 
ated images are as exciting as 
those used in our games 
Computer animation has 
come a long way, and our 
illustrations try to reflect and 
support that trend However, 
we love hand-drawn pictures, 
too, and wc proudly display 
our renders 'art In Player 's 
Pulse But what do other 
readers think? How do you 
feel about our use of comput¬ 
er-generated illustrations? Do 
we need more illustrations 
that aren't made by computers? 

Polygons Be Gone 

The Nintendo 64 is truly a 
great machine and will outper¬ 
form anything out there I 
have a few gripes, though J 
am getting tired of Super 
Mario 64 and the way you 
keep talking about it These 
polygon characters aren't very 
lifelike, and I can see they 
need improving You could 
round the polygons in some 
way, because they've turned 
Mano into a blocky, polygon- 
looking figure Don't think I 
dislike your games-] just think 
you could do better 

Roy Davis 
Via the Internet 

The advantage polygons have 
over the sprite characters 
you're used to seeing, Roy, is 
memory A big part ot a 3-D 
game like Super Mano 64 is 
the movement in and around 
objects Polygon objects take 
up considerably less memory, 
so you can create truly vast 
worlds And they're very life¬ 
like, too, Roy Just like in real 
life, a polygonal environment 
allows you 360-degree move¬ 
ment in a 3-D world And 
just like you, a polygon h is a 
fixed mass and takes up space 
(albeit in the computer world) 
These lifelike parameters 


On a Lark at NOA 

Volume 87 Player's Poll Contest Winner, Kevin Gajer 
took to the skies with his choice of destinations featured 
in Pilotwmgs 64. Migrating from his home in Peoria, 
Arizona, Kevin specifically set his sights on landing in 
Seattle so he could visit Nintendo of America in nearby 

Redmond 
After get- 


Nintendo 

OF AMERICA INC. 



w* 


t • w* w~ 
- 


ting a 
bird's-eye 
view of 
Seattle from 
the Space 
Needle, 
Kevin shut¬ 
tled to 
NOA for a 


whirlwind VI P tour. Here, Kevin mingled with the cre¬ 
ative flock at Nintendo Power to learn more about our 
magazine Kevin also got a behind-the scenes look at 
Nintendo, played infinite games, and swooped up a 
very early sneak preview of Mario Kart 64 



always keep a polygon's 
movement within realistic 
standards 2-D Sprites, on the 
other hand, are more like car¬ 
toons, because they're animat¬ 
ed frame-by-frame and can be 
exaggerated In the end, it's 
up to the game designer 
which animation method will 


be used, but chances are we'll 
see games that mix both 
styles As far as making a 
polygon rounder, tike a look 
at the Mario face greeting you 
in the opening of the game It 
takes more memory, but it can 
be done 1 


WRITE AWAY RIGHT AWAY! 

And the nominees are... Or what should they have been? 
We had a hard time narrowing down the contenders for our 
Power Awards. Did we overlook any of your faves? 

NINTENDO POWER PLAYER'S PULSE 
P.0. BOX 97033 
RE0M0N0, WA 98073-9733 
E-mail: noapulse@mntendo.com 


Background Art Damien Hess - Meaiiowcreek, 8rltish Columbia 
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1-800-255-3700 




(1-E00-422-4281 TDD) 

Sijn-S ;j.m C icifictiav 
Mjil Jay-S^turday. 

6 *.Wl-7 p.rr?. Sunday 
few*- w Tp inish-5 inking 
rapes mtuTvdS ara available. 


TALK TO 
A GAME 
COUNSELOR 


1^900-288-0707 

ITS 35* pur mioute 


1-900-451-4400 

Cauda 1125 pei mmute 


(1-206-883-9714 TDD) 

Gam-9 p ro Pncilictima 
Mnnday~Soiurdoy 
B -7 pm Sunday 
Callers under ago 16 need to ubtwin 
pereetal permission to rail. 


POWER LINE 


1-206-885-7529 

Prerecorded Game Tips 
and Future Product 

Information' 

NenAtt about recent rf leases aadifpufljnMQ 
geflies lor all Nintendo systems 
Call forhatp on Supei Mane 64, kjjlnr 
Instinct Gold, Star Wais-Shadow* O'Hit 
Empire, Pilot Wings 64 ond Mart of; 

Trilogy lot the Nmteedo G4. ThoruJ) 
help for uny Supm Mr no game lot 
Supei NEStsnd NES, Or nkuy Kcny 
the Game Boy, end Z«ldo gam*. 

Kn«g Count i y 1,2, mid 3, Ear* 

Illusion of Gqio, Lufin II, SupA 

Secret nf Evermore, Chrunn 
Fealesy III, Sup or Mario RPG, 

I and II, Killer lastiiint; Street 
2, Supor Punch Out, Murtal Kauibal 
Mortal Kumbet 3 ond Ultimate 
This cell may be In no distance, ■olj* #<«e 
to get permission from whoever jiav« 
phone bill before you-cal). 
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NINTENDO, 
POWER IS 

ON-LINE 


AQL Keyword: Nintendo 
Internet; www.nintendo.cont 
E-mail: nintendO@nintend 0 .dom 
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Acclaim is a division of Acclaim Entertainment. Jnc/5» & $1997 Accfaim Enteitdinment^lnc, All rights reserved 


of GolaefiPooKt- Family 
ri Corifastfic, Atl-right?.reser vbd. 


Do you hunger for adventure? Do you 
have a taste for the hunt? If so, then sink 

your chops into Turok; - ^ j 

Dinosaur .Hunter from *■ » JJ 

Acclaim; Turok turns - v 
your N64 Moto .an v ‘l I * 

explosive, 3>D quest [ 

for 1he_^ powerful mggJBp& \ 
Chronoscepter, which- 
has been scattered-Jin 
eight' jiieceisf/ Ip and f ij 

around the, tort Lanrf/ Jff 
Only comic hero Tifrok . -> V 

has the skill, courage and devastating 
arsenal to beat the evil Campaigner to the 


punch. While searching through eight 
stagey Tprok battles sdfoe of the coolest 

'■ p ^emi«hdifaFTohnd in 
any video game. And 
- , talking about cool, the 

■ 1 1 R 3 ” 16 even has a built- 

I i^b^V'in Cheat'Menu with 
J i codes y6u can find dur- 

_ in 8 play. So, if you like 

big guns and big adven- 
S^gRSfc ture, and don't mind 

fhe dramatic • death 
” v - >• w gurgles for which the 
gapie earned it* Heating, then get ready 
for a blast. / *■ . ' < > . * 










Set a life nr twa The triangu 
iar icons build up extra lives 
fur Turok- Bet me life for 
every LF points you accu- 
mulate Health points can be 
collected as well Many 
defeated enemies leave HP 
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Warps and switches and transports, oh my. Turok ports look like glowing pools and take ym rn<a flash 
gets around the Lost Land any way he can. Look for to e linked area in a flash. Warps look like * ispy, 
the ground switches to open up doors and gates, blue clouds bnd move you to one Of sever*' 1 ca- 
St an ding on the switch activates it. Two-way tram- tions, but you never know where you'll' ^ up. 


The shimmering warp portals 
promise to whisk you ewey 
from danger, but that isn't 
always how it works. Along 
with useful items, you'll often 
find challenges, as well. And 
warps don't always take you 
to the same area. It's a step 
into the unknown. 


The warps react to condi¬ 
tions in the gome If yoe 
have a particular need at 
some point in the game, 
such as more ammo, you 
may find it in the warp area. 


Transports zap you from one 
place to another, but unlike 
the. whimsical warps, you 
always end tip hi the same , 
place. Transports never close 

warps, either. Door, gate and ' Sji 

wall switches are most often 

flat squares on the ground, but some switches are disguised 
or can be activated by defeating enemies. 


COHICtfT RATIO rr 


Turok, like all superheroes, 
hos signature moves that 
make him cooler then mere 
mortals. In addition to walk¬ 
ing, running, swimming and 
jumping, you have total con¬ 
trol of Turok's head. The 
Control Stick moves his line 
of vision up, • down, and 
all around. This is particular¬ 
ly useful for checking out 
Whet insidious peril lies 
below you in canyons or 
above you on ledges. 


This is one of the coolest iraio- 
vatiois,in Turok. Youcfinctinib 
■pserfaces such as walls With 
Vines and rock faces. Turok 
climbs like Spider-man, butto 
cen be toegh identifying just 
where he can cl mb. ■’ , 


It yoo'rs hi a burry,, you might 
wont to switch from Walking 
mode to Ruining mode as mg the 
cross pad on die Controller. You 
caa scroll around revealed maps 
using die cross pad, as well, 


Turok takes to the water liken 
treat, except he con't stay under 
forever Go «p top when you . 
start ranaiag out of air. You are 
limited to asmg your knife when 
fighting underwater evil „ 
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The better c or raping uff Turaks head. It 
seems that everyone here is either a cybei% 
netically enhanced bionosoer. a psychopath® 
soldier or a pube-gun toting terror from < I 
another dimension Yol II be inf rnducnd tp * 
four big bad bosses, too fin the kinder ancjf*; 
gentler side Turok can blast innocent fbre^t 
animate, who gladly yield up their health points 
fdr thGS greater good. Make a note of our * i 


| Shotgun _ 1 Shell 

V> ^ ‘'v 1 

These kheki-olacfdon't 
move far from their posts, 
but many carry weapons 
and will shoot et a distance 
took for them near ' < ‘ 
structures. ^ a 


| Shotgun _ 1 Shell 

Although their weapons look 
primitive,thess foes quickly 
run you down. Take them out 
with the shotgun if possible. In 
a pinch, use your knife et close 
range rather than the bow. 


| Bow 5 Arrows 

4 

The deer you encounter in 
the forest won't harm you, 
but it can provide usafut 
health points. Each tune yoo 
hit it. Ine deer gives up e t2 
HP icon. 


Bow 5 Arrows 

The boar, like the deer, is 
just a source for hcolth r 
points You need to shoot 
several times to get ell the 
health points from each 
eiumak 


2 Tek Arrows 


The Purlin's huge fist can 
send shockweves through 
the ground end some can 
blest fire balls at you. Thei 
move slowly, but they are 
very powerful. 


These giant cockroach cousins 
usually erewl find flitter about 
in shadowy, underground • 
mazes Any shot wiH take them 
at a distance, but use the kiirfa 
for close-in combat 


[Shotgun 6 Explosive Shells 

. ~ •' . : . -'SB 

They maytock hitmen, hut 
these beings ere mueh > J 
tougher. They ettedk at 
ti nee, sometime^ with eon 
vent io rial weapons, semt- 
pm&t with power-Welters 


| Shotgun _ 1 Shell 

These subterranean crea¬ 
tures move by jumping diag¬ 
onally Shoot them eta 
distance if you con, because 
they are hard to hit if they . 
Set close to you. 


Assault Rifle B Bullet 

The ferocious raptors ~ 
charge straight at their 
prey, then circle around you 
attacking Don't give them 
the chance Shontthem 
while beeking away. 


Assault Rifle 3 Bullets 

These soldiers aren't really 
skeletons They're just paint¬ 
ed to lobk like it They don't 
shoo'! thair blow guns until 
they get fairly close, so you \ 
have a.omehreathmg room: 


Dimetridon 


| Grenada taun. 5 Grenades 

t ilia t/invl W gnffct* Jiii - 
dangei .us. Stay onhiuh 
iroun i snd keep moving. 

The 3 renad* launcher packs 
the j iunch t putdt dawn. 


| Alien Gun 3 Energy Cells 

ViifeH ite/ih iMdiMnb 
mean and they can dodge 
your shots. If you don't have 
ene Jthe lig guns, yoo 
nv^ht think twieftabsut fan 1 * 
•ling with them. 


| Grenade Laua 3 Grenade a 

hill L*m waste h iiA 
lets n this big boy, ut 
grenades work wonders. It 
daesn't move fait, *o you'll 
be safe at a distance. 


likes to get right in yaut 
face. It isn't vary Strang,. 

It jugh, so the knife is \h* 
bast weapon for a quick 
votary. 


- Pur-lin 


-Beetle 


- Dear 

_ ^ 
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Subterraneans 


Shotgun 5 Expfasivc Shells 

These cremates dig tunnels 
and suddenly surge out of the 
earth at your feet. They shoot 
o poisonous saliva and are 
Uf 4U /*1|L.t 
away and attack at a distance. 


Bow 3 Tek Arrows 

w m ^ 1 J 

The hoff-mechontcel c roams 
of the Campaigner wear 
heavy armor They mey not 
be very mohile, hut they don't 
KUrliV At vu» W 
siai will rock them, tf: ugh. 


Shotgun 3 Explosive Shells 

Thisvlfc Vina shoots spiked 
spores, but if you keep mov¬ 
ing from left to right and 
hack again, you can avoid 


| Rocket Latin 20 Rockets 

With a rider firing rocket 
launchers from its Lack, rile 
Tricerataps is, a•^♦iking < 
fortress. Stay at instance 

* ’ miiTbui $n ’ 
yse the Allan Wdaf n 


The Irst bass character m the game h 

mere af a boss wont. The long Hunter JjMmMmeMl 

is a commando yeu meet in the feurth 

level His arena Includes a stent rink 

surrounded by a meat Jump into the « -tyfr 1 i- %- 

meat te callect items before your bet- : 1 - 

ria. In the arena, use Tek Arrows to 

blew up tho Jfumvee. With your back te ^e^‘- 

the waif, canteiee to face the vehicle > _ 

and keep moving areund the edge te 
collect Tek Arrows. Use the shotgun t-T 

•r Mini Gun against the commando. | bow Multi pi e Tek Arrows 




Bocket laun 1 Bec kers 

A head-on ttfkckigsrinL 
thtsa huge* totaling in« r 
will ke nxMapiy painful 
Try m^nj unrein the stf* 
jr Jiick MiJstHftir.j yoif 
attack when they turn 


Assault Rifle 3 bullets 

~ »r" ■ 

Anothar of th^Campdign** 
mechanical minions, these 
cyborgs always close in tin 
you. Luckily, it doesn't take 
much to drop them in their 
tracks. * * ‘ 


St itgun Multiple Explosive Shells 

The second boss, the mantis, is mere «f a tradi¬ 
tional Chilians. The gigantic ineecteid hurts 
green gl , while smashing walla with its 
mandibles. Duck hit > the hall where the mentis 
first appears. There you’ll find Tek Arrows. Keep 
running backwards while keeping your focus on 
the man!it, so \ u’ll ha circling tha craatura. 


I Grenade Laun. Multiple Granados 

The huge arena where you meet the T-Rex joss 

gives you planty af spaca to run areunri. Whan 
the creature leans forward and shaots its eye- 
laser, yeu can skip around to the side using the 
left and right C Hitt ns and get in several sluts 
The bays alsag the niter wall contain itams t a 
help y*u out 


Tho Campaigner rs Tiiroks final challenge Use 
tha Chronosccpter, keep movieg eround the large 
arena, or pick up the *fek Arrows that yoe can 
find hare. The Campaigner rackets into tha aky 
tkan raappoers sundaefy. Try backlog away rapid 1 
ly and shooting whan the Campaigner lands. 
Whan he fires, sidestep to escope. 


Grenade Imirt 3 Grenades 


nan you encuuuter masa 
seWage crabs, keep yotrrdis 
tance and use the grenade 
fauncharto crocklh* herd 
shell Sometimes it’s best to 
stuyouipf the water. , 


Enargy Cells 


Chranosceptor 

























So, you're out here m the jungle with only e 

bow and e knife when you notice a jpistaf m this 

cave above the lake. Too fead'ajfou Can'^jiiiwp 

that high. There must \ .——— - 

be another way to 

get it. try diving into- 

the drink and swim- rJP / 

ming along the left * 

side until you find an I 

underwater cove. *Lkr 

then take a tunnel MM$ 

up to the cave where I 

the pistol is waiting. 


SwinCOlony the left wall 
untif^ou reach themouth of 
an underwater tunnel. 4 
Fulfuw the tunnel and it will 
lead out of the water. At 
the end of the passage ie 
the jiMol It's loaded now, 
hut you'll have to find mora 
aroma along the way. 


T • * £ *surt is " * ’ but what you really want is a * -poi 

that can damage heavy: fnachiir • - . You want the AifM 

Shotgun, and ihefe^ how yp 1 ,v Enter the narro I 

canyon beyond the log 

gate. Climb die vine to get • 

the second key, then con- 

tiiiue down the. canyon 

looking for a dark rock 

vyatt on the lert. Blast the 1 jSpift 

commando -there, climb 

the wait, fight another 9 y r 2 

commando and take’the f - 


The comiuoarfu in die 
seciet erco on top of 
the cliff is well 
armored first shoot 
when you're still hid- 
dei by the bush, then 
move sideways eroaad 
the.open aree, firing. If 
you move fast,you cen 
grab the Auto Shotgun 
and use that. * 


\ cave-dwelling Leaper chewing on your ankle is the see o«id most annoyihg thing in 
the Lost Land- The most itnnoving- thing fe a whole Bur^B^^eapd^cJbe^Sing onbOth 
your ankles while you try to decide Which Weapon^ to use. You tan dvoid-rposl pf this 
problem by lumiibgpast them, usingth* map funU ipn to navigate fb? twists and turns. 
When you emerge into daylight, look for a ruck wbh a fodder leading lo/ht^lop. Yotill 
moke a series qf jumps to reach a transporter \* 4 j . ”70* 

that takes you info zt new maze. In the njn& " : : j 

dleof this maze, ^oiill find tile first piece of jj Wl 

the Ch rohos&pterS*^" ^ jAgfjSjJE > ^6 * \ 7 t 

- **'■ _>■% ^ Q7T t V 'N4^J> I 

The tmat md^eis,populated 

with beetles and commandos ftr"^ 

g Stey near the walls uiidfapv&Y [ ^ uhto, 

forward slowly. You can%/ :* j .— 

■ *Kaot through tyt? Slone filats, : 

.* so egneentrofe*on the path * !|n£^MS| jHt. Wlk 

— nhend. Work towaufthe ^ • 

center of the maze and note 17 
_ 1 1 landmarksi-hecfiase the map, * It V 

1 } ^ y 1-1 '•[ doesn't worJun here. Hr? v -7 - .r - - — 7/7' nn —, ^ 
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ruins you come to has become the 
raptors and something of a mystery, 
lesn't seem to ho any place to go 
he drop off. Search out every corner 
tins, collecting ammo and Life Force 
u can go up onto the ruined walls, a» 
jumping onto ledges. When you've 
it out, ' 


the eastern edge 
to look for the 
hidden stair for 
below. 


Although the stairway doesn * 
show .on the map, you can see it 
below youin the mist Dropdown 
and follow die steps, collecting 
the long line of Life Force icons. 


Move along me shore 
ontilyoo seethe trad 
ot Lile Force icons. 
Line ap Tarek, and 
move straight out into 
the hike to pick thorn 
op. Look for more 
items underwater 


you have the grenade 
launcher. 


Behind the stelogmites end 
st sloe tries yoa'II find some 
greet items including ao A 
ultra Health, but you must 
blest your way inside. 
Return when you have the 
grenada launcher. 


Whei* you reach the village, you'll probably he 
thinking, oh, good, civilization. But this collec¬ 
tion ,of wattle huts isn't New York It's guarded by 
commandos and haunted by raptors. The huts 
contain ammo and health, so search them all 
before heading for the lake. Don't forget to col¬ 
lect the trail oi Life Force icons in 
the water You'll also find a tun¬ 
nel underwater that leads to a 
key. On the for side of the lake, 1 HH| 
you'll find even more Items;' 


I Tips in a nutshell - J 

Here's a quick run down of upcoming jungle events. Explore 
the caves as you come to them. As before, use your map for 
navigation. In the canyon area, look for sharpshooters 1 on the 
cliffs above. In the temple on the plateau, push the interior 
panel and run to the opening wall using the map. Inside, you'll 
find an Auto Shotgun - and Tc*k Armor. Beyond that, you'IJ 
j---1 find another cave, where 

vtm •Jimlid (‘»<liarn 


Key out ot reach *_ ) ^ 

j- 

As you're strolling along a pathway beside a gorge thinking 
about what you'll have for lunch, say, raptor steaks or Leaper 
burgers, you may notice a cave on the opposite cliff wall con¬ 
spicuously showing off a keyJost inside. Alas, you can't cross 
qver. but you want the key. You nee d jt. Further dong the path 
*■ — you'll notice'a palm tree 

top below you. That tree 
indicates the presence of 
a ’hidden ledge below. 
Jump down to tile ledge 
and explore* the caves. 
You'll find the key waiting 
for you at the end of 
tiie tunnel.’ 
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THEJSGLE 

Jri the jungle, the migh 
jungle the raptor 
tonight You’!! soon 
singing ta’es of 
n tins, lakes canyons, 
village and even a rape 
bridge It s a good place 
" resupply yourself and 
il up There are several 
inel mazes to explore 
ind lots of enpnm but 
pu don't hove to fight 
:hem all. 


The first 
home of 
There do 
beyond tl 
of the ri 
icons. Yo 
well, by 
cleaned 
follow thi 
the caste 


t »• l. 









Ars you up for the Anciant City? Fact is, you should be 
up on top of the town where you can gather lots of 
great stuff. The city's stores of ainmo, Tprct* and 
health are substantial/but they're m t all within easy 
reach. At times, you may feeUifai a high-wire waJkei 
while at other times you'll have to become mo/e like a 
mountain goat leaping over chasms. K6x i can t run from 
your problems, either. Defeating particular baddies 
opens up some e teas like a fl ~ 

door switch. - Ancient 
Warriors, com mo ndns», Pur¬ 
lins, rnplors and others wilt 
eat up your ammo, so w 

u supply h essential. Make 

useof the corners of build- I W ~ ^ 

ings to stay out of the aim 1 ft.pfcr r, rTr rr^^- 
of the enemy. ^ 


Beyond the first buildings, 
you’ll come toe set of 
stairs Follow them up toe 
higher level From there, 
you cun reach the rooftops 
of the buildings below 
Some of the jumps will bu 
to small pilldis. Use the 
map to line up your jumps 


About half way through the city, you'll find your¬ 
self in a neighborhood of many stor> v e buildings. 
Ancient Warriors and commando* ate on guord 
everywhere/and more keep appealing from 
transport beams. You'll have to listen carefully 
because the enemies’aic all around you. You'll 
find another set <rf stairs here thet can lead you 
up to these rooftops, as well. That's where you'll 
find the best concentration of items.. .. 


Ycu cun jump from one roof to the next 
by melting ruimiug sfartsYou'll find 
plenty of emino, like this box of bullets 
plus Ufe Force icons end health. 


In several parts of the'Ancient City, youTl find pilfers blocking 
en area where you want to go. Tofeach fHo ttanSpprt behind 
these pi Hers, you must get to a pillar that acts a^thes witch that 
lowers the wall; first/ Took for the switch that opeiw up the 
underground tunnel. Then follow the path to the transport that 
fakes you to the fop of the pillar, V r qfS ' 


When you reach the end of the city area, use the save shrine to 
record your data before taking the final plunge.. To reach the 
Hub arch, you'll have to defeat a Pur-lin and make a series of 
jumps across these pillars. Once again, use the mep function to 
help you make the jumps. v *^ A 


As you're setting out on the 
pillsi nice, keep to the left 
end look foi e vine on Hie 
left Use the vine to reech 
the eree when you’ll fiud a 
piece of the Chidnoscepter. 


Using the map. identify the switch, which looks like nred squeie. If you 
jump on the switch, it opens up an underground peseege Tike thetpes- 
sago to the transport pad Once you’re on the pHlet. the wall lowers^ . 
giving you access to trie next transport . ; , / 


Put on your pith helmet and 
grab your excavabon trowel 
because you re about to 
enter the archaeological 
wonder of the c entury 
Unlike most relics of lost 
□vilizato is this city is filled 
with people and all of thern 
want Turak's hide Get set 
for a search and destroy 
mission as yau poke into 
every corner, from the 
streets to the rooftops 













Here ’5 another area that is 
so long rt Is bound to ruin 
your day The Ruins 1 b filled 
with ancient secrets such as 
hidden passages Youll also 
f’nd the grenade launcher 
here, which increases your 
firepower One courtyard in 
t le Ruins contains statues 
of enemies that come to life, 
As always, you II find caves, 
waterways and plenty of 
enemies lying in ambush 


TUROK: DINOSAUR HUNTER 


Sometimes it isn't best to take the most direct route. 

m . 

in the case of the Ruins, instead of pushing straight 
ahead, circle around behind the Hub Arch and fol¬ 
low the nanow canyon. You'll have to swim ^ 
through Leaper infested caverns, but that's ^ 
always fun, and once you reach the area of 
ledges and platforms, you'll find a 25 point 
health icon and a backpack, which makes it 
worthwhile. You'll end up deep in the heart of 
the Ruins. 


Fallow the winding trail behind the Hub Arch You won't 
find serious resistance here. At the end of the path, a 
cliff drops dowa into an areH of the Rums where you 
can begin your exploration 


The gicnadc launcher is one of the most 
useful weapons you'll find, so don't pass 
it by. Inside the Ruins, look for a maze of 
pillars. Once you've found it, work youi 
way through the maze, heading toward 
the southwest. (The compass on the map 
screen finally .comes in handy.) Here, in 


the southwest, you •+ &t find armadillos 
or cacti, but if you u$h along the wall 
you'll discover a • den passage that 
leads to the g* • •tK* auncher, and that's 
much more usefu 1 '’ *** an armadillo- 


Once you've folio 
the secret pas¬ 
sage, die battle 
has just begun 
Inside, you'll find 
a platoon of com 
• ndos waiting 
for you with 
loaded armadil¬ 
los, sorry,, 
weapons. 


When you reach this odd wall of water, it isn't 
the end of the road. Turok can step right into it, •' 

then swim up to the top and emerge above the “ 
maze of pillars. Using your map while you're 
inside the water column, look for a ledge to ^ 

which you can jump. From there, you'll have to 
‘ ‘ ^ head across the tops of 

the pillars toward the 
—v northeast corner of the 

r i area. As you've discovered by • 

pillar jumping Is a matter of careful 
planning and execution. 


When you re insult- die 
watery wall, use youi mai 
to took for the ledge. You' 
heebie to jump out of the 
water to the ledge to con 
tiimryour journey. 


it looks too high. Its not tho 
right path. 
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Now that you've got a really big gun, you might think 
that life will become easy. Forget it, pilgrim. The big¬ 
ger the gun, the bigger tile enemy. Once you step out 
of the Mint Gun chamber on your way to snag the 
piece of the Chronoscepter, you'll be met with tierce 
resistance. Mow them dovyn and- head to the left 

* * - ' ' V ^ 

down the hall, looking for a tunnel nearby on the 

i i s „rt 


Pick up the goods along the way, crawling straight down 
the mam tunnel enless there's no choice. At the dead 
ends, go right, then left down the slope* to the inter chain 
her where you'll tied the piece of Ghroooscepter. Use Tek 
Arrows against the guardian warrior.. / r y ' 


This vast underground net¬ 
work of rooms and tunnels 
is one of the most confus¬ 
ing In the game Explore ft in 
sections, possibly using sev¬ 
eral save positions on your 
Cor,trailer Pak. just to get 
an idea of where everything 
Is located But for all the dif¬ 
ficulty, it is also a treasure 
trove since you can pick up 
two of the best weapons in 
the game 


Mini Gun squeeze 


Tha powerful Mini Gun and its ability to spray 
Lad -11 ov er th* place is about tfrJbecome yours. 
Stop salivating and read on. When youtv ach ti.v 
bottom of the lon^ stairway Jcadm^ into the ' 
Catacombs, take the left path ind continue down 
until you find a switch on The fldbk Follow the 
left passage, then turn right sf *ftie statue. -Tf*. 
hall w xy turns into x short waterway fid on tf. 
far side of the water, you'll find "SriOiri titled* 
with Leap ^rs Keep your eye on the ri^ht wall 
where you’ll see a low arch. Turok uin crawl 
through this passage Into a room with the Mini 
Guh and lots of health points. ^ 441 > * •; 


Go up to (he hole in the wall omt turok 
eutomaticelly gels down oa bands 
ami knees to crawl through. The 
rocky tunnel has no enemies and the 
Mini Guo is just chcad. 


health and ammo. You'll make a right turn, then 
a left, and arrive imawater-IJoored room with a 
tough warrior. - Jt{h 
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rolorsn*tb - n* plin«»Rhint*rrh#>(Astern? Apunfifet 
cover. Brightci lines are closer than dim lines Brown linns 


indicate tunnels or plettorms. Once yon jump to e ledge, scon 

the cliff sides above you .far enemies end neutralize them before making youi * • 


*.t the and of the water 
area, look for the large tru* 
Swim into the opening in tfi« 
trunk and take th *l«v tor 
totf tc 4 , where you'll 
begin your axplor rtion of 
the second rnajoi area o * 
this level. 


TREETOPVILLAGE 


Turoks ques t takeb to the 
trees in the sixth staga 
5ome of the toughest 
Jumps iri the game are 
made even more difficult 
due to the army nf sharp¬ 
shooters who take aim at 
you from all around Hera 
you get the powerful Alien 
Gun and if you re lucky you 
might pick up the Pulse Rifle 
in a warp area. 


Weapons 

. ..-T- "J ~ M -1 1 


Warps® 

& 

Health. 



Go f-likc behavior is x much umterrated Quality 


for superheroes. Since you have to make multipl 


iumps to distint lower ledges, line up your jumps 


Using the irip. As you're leaping, enemy com 


jnindos take the odd potshot it Turok. Use the Mini 


Gun or Assault Rifle to quiet them down. Even though 


you can sec items-in the caves, you can't jump to 
them from the lower ledges. At the end of tkfe'artift 


jump into c rart hole-in-lb e-ground fr msport 


How do you get into W -rvetop Villege' 
Simple;>you take an elevat* course. At the 
end of the shallow lake, 1 for a large tree 
with a hole in the bnse oi ■ • ' tflt It you svP’ 
into the hole, you'll find • elevator that tak 
*M the branches aL V 14 A JlT 
ViP ge. Before you rea<& the hole however, 

you'll face sa uintl.' 
^nn ’Of >o«ni es. 8| 
st ^Tng^nf diewatef, 
yo(t cm ivoitj beir~ 
sden and make ift 
safely t« the free 
ahead A 


At the end of this stage, you'll need to get a key in a cave—a, key which seems to be 
out of reach, (If Turok hod o nickel for every key that seemed out of reach bed have 
enough money to hire someone else to wrestle these pesky hionosaursj Take the 
bridge into a cave where you can save your progress, then battle the Put-1 in 
that is around the corner guarding the rope bridge that leads out of the tunnel. 
If you make it past the guardian, you'll be able to jump to a ledge and from 
there go into the cave with the key. *. 


jr 

y 


Use Tok Arrows to 
blow away the Pur- „ 
IP, then stand in front 
of the bridge. You’ll 
Have to jump forward 
and to the left to 
reach the ledge. From 
there, you can reeeh 
the gave that leads to 
the final kav 
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The Lost Land has bean 
tortured hy war far eans 
and the scorrrhed earth and 
twisted plants show every 
blow From cliffs and tunnels 
to lava pools and man- eat¬ 
ing plants you must watch 
every step Watch out fur 
Buubte-traps as well If you 
didn’t get the Alien Weapon 
Earlier, you II find it near the 
starting area 


When you first arrive in the Lost Lind, you'll find a 
greeting party of beetles, commandos, alien infantry 

and bionosaurs, some of.which have enhanced 

• 

attacks. Since the enemy comes at you from every I 
sides spend some time cleaning up the place | 
before 


moving on. (It's always nice to leave a 
place cleaner than how you found it.) Look behind 
rocks and inside caves for items. The next area is 

just as hot. The lava , , . . _ __ .. . 

pools and mosquitos 

seeip without end. The ‘ B 

area isn't a dead-end, j j s HBHtt4v 

though. Look for the 

Life Force icons to lead \ 

IhC way out. fa ; 


At the cliff where you see the 
Life Force icoes, you can jump 
off to e ledge A cave opees 
off the ledye and leads to a 
bridge and aaew area for 
exploration. 


Thiegs don't cool down once you make it past the initial 
parts of stage 7. You'll take two transports to reach anofo- 
er area filled with lava where rising and falling pillars of 
stone offer the only means of continuing forward. In this 
area; youll have.to jump from one pillar to the next If you 
r . t fall, well, some like it hot, 

C0. VY^t'l but not Turok. 


Use the map while jump- 
my betwee* the piltors. 
Give yourself room to 
rue a step or two before 
the jump and leap when 
the text pillar is lower 


Fortress of fun 


The Campaigner's fortress lies just ahead once 

you cross the pillars, but before you get inside, 

• 

you'll have to destroy an army of demons and 
the guardians of five outer walls of foe fortress 
itself. The grenade launcher comes in handy for 
foe last effort, so don't waste grenades before 
you get there. Explosive shotgun shells should do 
foe trick on the demons a ad, fortunately, you 
can find them all along the trails of the Lost Land 
leading to this point. 


Thewalls of the fortress are protected 
by robotic patrols whodoat like foe 
looh of yea at all It's time to asa yoar 
horde of grenades or rocketeogeinst 
the brutes tq^pep the way eheed.; * 


Below* stepping onto this transport pad, prepare 
for e hostile welcome. You woa t hove time to 
collect spare health or ammo once you appear oa 
the othei side. BL. 






















With all thp blasting and 
screaming gang an It’s a 
wander that the Campaigner 
has the patience to wait Tar 
got i at alt But as it turns 
out, you're going ta have to 
cut through a patrol of 
tr;ceratopslans cyborgs, 
robots and other nasties 
before you have the privi¬ 
lege of meeting Mr Fun ar id 
ending hte warped plans for 
universal domination 


TUROK: DINOSAUR HUNTER 


When the triceratopsians have fallen to your brutal 
barrage, it's time to go beach combing along the cliffs* 
for goodies. Sure, you'll run into a few fire-breathing 
Raptors along the way, but think qf it as an opportuni¬ 
ty to keep you sharp for the rfgors still lying ahead in 
the fort. Follow the map lines along die trail end, at 
the end, you'll be rewarded for yourcuriosity.- 


By fallowing the tiail to 
it* end, you'll come 
across an Ultra Health 
icon thnt boosts Tin ok by 
1Q0 Hen Ith Points, lit 
like taking a billion 
aspinnsall afonca. 


die fortress at last. You've got everything h ere EjBETl 
but-dying monkeys. Since there is approximately v K3SU 
one Turok^hating toilet in your back- 

pae|c> go easy on tfp ammo or get Used to fighting feg&gl 
cyborgs with yOur’luiife. Although it's not overly 
y fijidingj' y<&&* Y 

- L~J I ff Jf \ around? *♦ ,frying F*3teSg 

headache. Thus ^ y* * 

» r quiekie,- ploy-through, of TUrok, 

/g! %^ xt m °Ath, Power will spend. 

Vf» i 501 ™ 5 p»g«srpowefing you U P with 

Mi/ ^ \ (H .jit^eptf^ { Kfe-saving, Jtirpk strafe* 


Sn haw do you ectnally 
get inside the fortress? 
Keep moving to the west 
along the outer wall, s 
You'll run into e robotic 
doormen aimed with e 
Turnk-tnmimatnr. That's 
the way in 


Many of the guardswrthe 
Campaigners leii wear door 
activators thet switch oir 
when the enemy is downed. 
That means yee can't just' 
run through the mazn using 
thn map and hope to get 
anyvwheif?.. 
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ft 19V7 Electronic Arts 


This month Electronic Arts introduces FIFA Soccer 
64, a Nintendo 64 Pak for from one to four players. 
It's guaranteed to score big points with game 
fans-and kick some pixilated grass. 

FIFA Soccer 64 isn't a typical sports sequel The game's ground-breaking graphics, 
sound samples and computer AJ enhancements take this Pak where no sports title has 
gone before. You'll see the difference the moment you keck off at midfield All 22 play¬ 
ers on the field are fully-rendered with n new technology Electronic Arts calls motion 
blending. Motion blending combines real-time rendering with motion capture data, so 
you see realistically drawn, smooth moving players sprinting toward the goal, not the 
jerky, synchronized clones you'll encounter on inferior console systems Other graph¬ 
ic details include the actual jersey numbers on the back of all players and mud in high 

traffic areas of the field Graphics .and speed are only a couple 
of the innovations in this exceptional sports game FIFA Soccer 
64's development team assembled a massive sound palette, 
packing in the digitized chants of the crowd and snippets of 
running commentary from a trio of the top European sports 
announcers Andy Gray, Dcs Lynam and John Motson And if 
that's not enough, the game's Al has been reprogrammed and 
packed with enhanced programming algorithms, including a 
"learning" subroutine that identifies your favorite strategies and 
to counter your best moves Gone are the days when you could always score a 
from a certain spot on the field You'd better start planning your new soccer strategies 
and check out the game's array of user-fnendly options on page 24 
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W it you don't like the 
■timbers, go r*head and 
PSiangethem Vbucan 
tf-ade players be tween 
teams and save your roster 
on your Controllar Pale 


' gams is individually 
rated from 0 to 99 in 14 
different attributes. 


i LEAGUE 


MC HHjiit f? t 9* > i 
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Viiirnameiif 


Friendly mode is n one-time game 
in any international league This mode is 
figuring out matchups 
you'd never see m 
the real world For 

r 

example, you can pit 
Brazil's national team 
against English F.A's 
Liverpool Club 


Pick a team and fight your way up the 
rankings in one of sjx international 
leagues You'll have to play every team in 
your league twice as you fight for your 
share of league points Wins count as two 

points and ties count as one No points are 

* 

awarded for losses The team with the most 
points at the end of the season wins the 
chatnpionship 


Play in a World Cup format with 
twenty four teams divided into six 
regions or create your own domestic 
tournament with one of the other five 
leagues If you have a Controller Pak, 
you can spice up your roster by cus¬ 
tomizing your team with the game's 
trading option 


Playoff 

mode is the elimination stage 
of tournament play. If you lose a 
game, your team will be. knocked 
out of contention You <&n save your 
progress along the playoff tree if you 
have a Controller Pak plugged into 
your N64 Controller. 


NEARLY 3,000 AUTHENTIC PLAYERS FROM EVERY 

CORNER OF THE WORLD 

Soccer js the most played and watched sport in die world. FIFA Soccer 64 is packed 
with over 2,940 authentic players from every corner of the world, each with accurate 
statistics rated from 0 to 99 in 14- different attributes All these athletes are divided 
among 140 teams m six international leagues If you're up for extreme number- 
crunching, you can make your own dream team by trading players, and you can 
save your roster on a Controller Pak, 


lika its 16-hit predocessors, FIFA Suggs r 64 has 
s vsriatv of modes lo satiate your soccer eras¬ 
ings. Select from tour styles of piay raagiag 
from a quick, oae-time Frioidly gama to ga 
extanded, season-long Leogua campaign. 


Friendly 


League 


Number-crunching 
stat freaks will love 
all the details in FIFA 
Soccer 64 The game 
features almost 3,000 
players from over 140 
international teams 
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Fry Nowton's laws of gravity and 
bum the soccer rulebookm Action 
mode This style of play us strictly 
for fun. You can toss out the refs 
deck of yellow and red cards by 
turning off the Penalties option. 

Arcade 

All teams art balanced in Arcade mode, so 
they take to the fie’d at equal strength This 
mode is ideal for gamers who have 
favorite teams that don't fare weii m their 
real-life soccer leagues 


If you’ru tired of seeing your favorite team lose, bal¬ 
ance the odds by playing in Arcade mode All teams 
are at equal strength wfien this mode is selected 


Bend the rules or break the laws ot grouty with FIFA 
Soccer 64 s uerseiile Options menu. II you insist on 
ploying by the rules, you con select e new difficulty 
level, simplify your controller cuntigurotion or turn the 
tebtes on the computer player by switching teams. 
Check out the geme modus listed below. 


action 

Why play in the zone when you can win it 
all in the Twilight Zone? Action mode 
exaggerates your team's abili¬ 
ties. A player with a good speed 
rating can outrun a semi or 
chase gravity-defying goal kicks 
that clear the halfway line 


If you're looking for true-to-lite soc 
cer action, Simulation mode is for 
you All teams and players are rated 
according to their real life counter¬ 
parts Anything more realistic leaves 
you wcsnng grass stums 


£JU9Q9a!!on 


Simulation mode replicates the action you'd 
see on an actual field or on television 
When you select 

mode, 
the teams in the 
game reflect the per¬ 
formance of their real- 
life counterparts 


mnmo power 







































The shoulder cam takes to the field, 
giving you dll the action from tha 
perspective of a player 


The N84 cam is an intelligent hybrid 
between a sideline cam and a cable cam 

^ usee ^ 1e 
action inn 
medley of 
dosc-Lpand 
wide angle 

• I shots 


The sideline cam chases the action at 
ground level from one side of the field* 
automatically switching from close ups 
to wide-angle views 


Sctifir earntfTie skinny on Hie test start e- 
i»fof HMSaccor 6* Ite'lcmer the test 
'tictka^yHnitlhtcik,nwiet*r^ human 

opponents,end live yon Ora iisldennow 
•n which *te taest *u Or. f*mt 

l-uh'tortte dpconiRM ravtwk'fiam Shutpate 


The cable cnm offers a low overhead 
perspective as if the 
camera were sus¬ 
pended by a wire 
over the field 


The stadium cam gives gamers a per 
specttve similar to the cable cam, but 
without the 
cinematic 
close-ups or 
wide-angle 
shots. 


A key feature in 3-0 sports games is multiple 
cam ere angles. FIFA Soccer G4 has no toss then 
nght diflerent eamere angles, so you never lose 
sight ot the bell. And, en innovative Ptcture-ln- 
Picture option teis you catch the action trom two 
nieces ei once. 


The wide-angle tele-cam captures all 
the soccer action just ike it wou d 
appear on television 


Picture-In-Picture 

FIFA Soccer 64's PIP feature works 
just like the state of-the-art technol 
ogy on today's high-end televisions 
Select your second camera choice 
and follow the action on the big 
screen or m the small, PIP box 
You'll never lost sight of the ball— 
especially when it slams into your 
opponent's net 


The ball cam is at kne* level and nearly 
an top of the ball, so you see the game 

close-up from 
the canter of 
the field to the 
back of the net 


y 
















The wide-angle end zone 
cam catches tha nnd-to- 
end action from a lofty 
perch above the goalie. 
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You've bumped Bowser off the GP circuit and 
shown Mario that he shouldn't give up his day 
job, so what's the next challenge, you ask? If 
you've merely sampled the bumper-bash mg 
thrills of the Mar-o GP, then you've only just 
begun to dnve In the Time Trials, not only do 
you race against the dock, you race against 
the toughest, most tenacious driver you'll ever 
face—yourself The object of the trials is, of 
course, to record the best time possible on 
each course After the first few runs on a given 
course, you'll be joined by a 'Ghost" of your 
own driver Your Ghost will run the course 
with you and replay your best time trial exact¬ 
ly as you performed it Faced wrth your own 
brilliant driving, you'll be inspired to greater 
heights and frustrated to no end 1 




mirno mm 


TL.e's Jjj£th u wHI Mp youife. ;, -aJufap 
ph Things right fro *r ftf. St jtffrg line. 

Mkitu into ipos\tf 0 o> 
ybirrfirj'g'er^ offithc ,c.ceie. itof- Picss^hd 
hold the acice'irator )u^t b^oi.t'the gi ;er 
hght corr us-on. If you tirr.o it GO.ri *£tly, 


you'll ^Lt a Rockci 
Boost that wil^ take 
you from 0-7d kph 
in no time flat'. 


ROCKET 

BOOST 













■Bam; was 


Aft if & *y »l iuns Or t drtajrrvtra^& 
yov Will l " jpir kJ ^ M pother tstfef 
np rftorh. SpHutr ckshav^ th drown 
Covi-c id^h &y wffl pe?for^n 

■p>afi 2 Ct funs ^y«ry time, A 'Course 
'Ghost can b b<saUn, but it's not easy! 


The key to a record-settmg run is the power 
slide As you steer into a turn, press and hold the 
R Button to start sliding, then quickly press the 
joystick in the opposite direction to hold the 
Slide As smoke comes off your tires, quickly flip 
the joystick back into and then away from the 
turn, pause and repeat When the smoke turns 
red, let go of the R 
Button to stop slid¬ 
ing and receive a 
"mini-turbo" boost 1 


rut mwm turn 


Our Nintendo Power Pit Crew has 
mapped out all the major danger 
zones, shortcuts and pro strategies 
for each track One last bit of 
advice, though, before you hit the 
road switch your main view from 
the map display to the speedometer 
display You'll be able to better 
monitor your speed and adjust your 
tactics accordingly! 


pit mPARimoNS 



Top Tim a. Qli4l86 
T* SLIP fl~SLIDE 


< « <m L biWlrv 

<# A Jn tr rmtt* ♦* 

ii ***** hj 

iwm U«< tWH Ml * M 

yv P*Ufr t?' 

' ** I ul 4 Uf» I ** 

Mvfflt Hi at • < a 

it »» 

’ ’3lsi ^ *»**-*'«’*'* 
i ***** 


^ 44 llr* ***«l 

A V> Ulr Hir- *j | 
vMii’ Ani 


u » L-»J tft 

w v * i-i i 
yi If V**b 4H ^ 
H <» 

1^4 

w4uU<HMf 


irt </i [ 4 -'./T. 4 k^k 

** rvc 4 fV tf 4 >4 r* I 

u^ht^J *i 14 h | <nKv 


touch mra- 

Track info includes the length of the 
course, which circurt the course is in and 
any ma|or hazards to watch out for 

IY1RRHSRS- 

The numbered markers indicate the spe¬ 
cific section of track a tip is referring to 
See what's coming up at a glance 

TOUCH Times - 

These times are set at what wa consider 
an ‘’expert" skill level Use them as a 
rough gauge of your own performance. 



IMm fcJMiiWAY 


T<e>jp i Himes 01 $43.38 


Distance: 717m 
Gup: Mushroom 

Hazards: Soft shoulders on turns 1 & 4 


The wide lanes and long, gentle curve of 
turn one allow you to do four or maybe even 
five powe^ slides. 

The only real 
danger, especial¬ 
ly for novices, is 
to start your slide 
too early and end 
up on the sandy, 
inside shoulder 
or to take the turn 
wide and smack 
into the wall 


You can do three power slides here, 
but start from the middle or outside 
of the track and pivot sharply left as 
you hop, as you'll find, if you 
power-shde from the 
of a lane, you'll 
farther out If you 
the timing on one 
do not attempt to 
afl three' 


t unnei- turbo 


Power-slide down the slope as you enter the tun¬ 
nel, then power-slide again to get a mini-turbo up 
the next slope If you time it right, you won't lose 
much speed on the steep incline 


There arc no Item Boxes in 
the Time 1 rials, but you do 
get Triple Mushrooms Save 
your boosts for this straight¬ 
away and blast over the 
small hump 
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%p Time; 01:18*70 


Distance: 527m 
Cup: Mushroom 
Hazards: Moles, hills, overpass 


along turn one, you may 
get fewer mini turbos here 
(two to three at best) than 
you might expect Take an 
outside ine to avoid the 
is a line through them, but you have 
little steering control when sliding, so 
it's risky 


Use a mini-turbo or one of your Triple 
Mushrooms to cut the corner between the 
inside post and the fence 


nRfTIE POWER 


Power-slide out near the "Nintendo 11 sign 
to zip over the steep hill on the left You 
may not have enough room around the 
overpass to power-slide, but short slides 
will help you maneuver and maintain 
speed in the quick turns 


Take a center line to avoid the rroies, 
power-slidmg as much as you can. If 
you're daring, line up your last slide to 
power down tbt straightaway between 
the inside post and the fence 




691m 
Cup: Mushroom 
Hazards: Crabs, water 


The first turns after the start are pretty 
quick, but you can power-s'ide twice 
around the outside of this large 
"island" in the sard Taking the S-curve 
along the inside path would involve 
too many short, sharp turns and would 
slow you down too much 


:f you're on the main path, go nghl to 
avoid the trees If you take the tunnel, 
you'll pop out in the middle of them 


Top Time; 01:30.92 


s Go around the rocks (not under the arch) for a 
i shortcut across the bay 'Hie ultimate shortcut is 
up the ramp and into the tunnel For a big jump, 
hop at the end of the ramp or use a Mushroom 


mORE SLIOiriG 


Power-slide around these turns if you 
can Stay on the outside and skip the long 
ramp that takes you over the rock, as it 
will only slow you down 





KAUMAR1 


Top Time; 01:53.32 




Distance: 753m 
Cup: Mushroom 
Hazards: Soft shoulders, train 


Despite the length of this turn, you'll 
probably be able to get only two mini¬ 
turbos out of it There's a small hump 
partway through it that will interrupt a 
power slide, so try to gel a mini-turbo 
before you reach it. If you get a Rocket 
Boost and two minl-turbos, you 
should get past the train before it 
crosses and blocks the trade 


Most of these turns will yield only one 
mini-turbo each You can power-slide 
twice around markers four and five, but 
keep your slides short to stay centered in 
the l?ne The straightaways past markers four 
and five will sneak up on you very quickly 
If you start a slide on the outside of the 
lane just before 
the straightaway, 
you'll skid around 

The train always crosses at the same time to the left and into 
Watch the time and gauge your speed so die fence 
you don't have to stop completely 
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MARIO KART 64 


Tof/Timm 0ls46.84 


Control is more important than speed at 
this point, so we recommend just one 
power slide each around markers 
four and five Try to aim yourself 
down the middle of the lane as 
you slide around marker five, 
before you hit the bumpy stretch 
of track beyond 


Distance: 687m 
Cup: Flower 

Hazards: Falling rocks, tight turns 


If you get a Rocket Boost off the starting 
line, it will stiU be going well into the 
S-curve at marker one If you plan to 
power-slide through the turn at marker 
two, you must be very quick on the 
Control Stick Start your power slide a 
little late and fairly high in the turn to 
avoid hitting the cliff walls on both 
sides 


The track is wider here, with more 
room to power slide Line up your last 
mini*turbo to punch a straight line 
through, rather than steer around, the 
next S-curve 


Keeping steering control on the 
bumps is nearly impossible, so line tap 
your Kart before you get here Use a Mushroom 
to power ahead only if 
you're lined up per¬ 
fectly If you hit one of 
the walls during a 
jump, you'll probably 
stop dead 


o 




maeuq 


Distance: 567m 
Cup: Flower 
Hazards: 


If you're able 
to get a Rocket 
Boost, you 
probably won't 
need a mini 

turbo at the first curve (It will also be Y 
easier to control your Kart and set up for 
the next turn ) You'll want to power-slide around the 
second turn, however, to boost yourself up the hill 


KRIRV HRIRPIR 


Most drivers start their slides too far to the left and 
end up in the grass on the right Start on the outside 
as you come up the hill and make it quickl If you're 
successful, you'll rocket down the hill but have little 
time to set up for marker three Try to get the next 
mini-turbo quickly, and punch it as soon as you sec 
the S-curve ahead. 


Top Time: 01:17.57 


L SRnOV SHORTCUT 

Power-slide through the long turn at the 
bottom of the course map—you'll proba 
bly get only one mini-turbo out of it As 
you hit the middle! of the S-curve, aim 
yourself diagonally left and use one of 
your Triple 
Mushrooms 
to cross the 
sandy area 
towards the 
tunnel 


If you start a power slide at the bottom of 
the slope, your momentum will carry you 
up the short hill You won't lose too much 
speed, even if you cut the corner near the 
top, across the grass Unleash the mini- 
turbo to propel yourself towards the 
Finish line 
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Top Tima: 01^46*84 


Distance: 1,036m 
Cup: Flower 
Hazard: Traffic 


1 


o 




L 


TAAFFIC SflAAL 


? 


L 


SUDDEfl DRIFT 


A truck appears and drifts from right 
to left just past the start If you get a 
Rocket Boost, you may not be able 
to steer well enough to pass it on 
the left, so pass it on the nght 


© 


L 



The only thing that will keep you from having an all- 
out power slide spree on this long turn is the unpre 
dictnb/e traffic Jf you're quick on the stick, 
though, you may be able to get two or more 
good mini turbos here 


T 


LDflG HILL 


Different vehicles will usually travel at 
different speeds, giving you a chance to 
weave in and out of traffic If you encounter big trucks running parallel on a turn, 
however, you might want to wait for a straightaway before you make your move 


FRAPPS INQWIAN& 


While you have the freedom on some 
tracks to use your Triple Mushrooms 
wherever you think is best, this long hill 
begs for a boost! Activate a Mushroom 
at the bottom of the dip. 

Top Timm 01:17.57 


Distance; 734m 
Cup; Flower 
Hazards; Ice, snowmen 


u 



RBOmiriRBLE 








safe Line 


Snowmen have been placed at strategic points at 
markers one and two, right along the line where 
most drivers would attempt a power slide Scout 
the track once before you make a "real run 



As you enter the open plaza, you'll see a small 
snowman pop into view just to the left of the 
giant snowman If you line up fust right, you 
can make a beeline between the two 


I 


SAFE CROSSIRG 





TAKE OFF 



This is another "must boost 4 ' 
spot Use one of your Triple Mushrooms just before the crest of the first 
hill to skip over the dip and land near the top of the second hill 


Power-slide just once 
around the turn at 
H marker five and start 
your power slide around 

marker six very early Line up with the bridgeTas soon 
as it comes into view and activate your mini-turbo. 





You'll have lots of room for sliding on 
this track, but watch out for the many 
bumps and dips Try to time your slides 
to hit a mim-turbo just as you're cresting 
the larger hills 


Try to get a mini-turbo no farther along 
than marker two Your instincts will tell 
you to cut in on the next turn, but if you're power-sliding, start wide, or you'll hit the 
right wall 


Top Tim©: 04:01,24 


Distance; 1,591m 
Cup; Star 
Hazards: Moguls 


marker three, hit your mini-turbo 
just up and 'eft of the marker to cut the 
S-curve Use your Triple Mushrooms 
on the slope just before the jump at 
marker four At marker five, if you start 
power-sliding early, you can get one 
mim-turbo just before and one just after 
the peak of the 
hairpin Jf you're 
late, start on 
the outside and 
slide inward 
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MARIO KART 64 


ROYAL R A<fi WAY T °? **»*_ 0&36 ' 59 


Distance: 1,025m 
Cup: Star 

Hazard^: Tight turns 


f BE COnSERUBTIUE j 

You should be able to get several mini-turbos 
around the first two turns if you start early, but 
don't go for too many around the second 
turn You'll have to set up early for the 
hairpin around marker two, so give 
yourself some extra time 


Start your power slide ear'y 
and do it quickly Begin at 
the outer (left) edge of the 
track and angle in Try to 
nick the grass at the peak of 
the turn, if you're any farther 
out at that point, you might sail left into the 
grass or the water You* 11 have to fight hard to 
get a mini-turbo here 1 


Though wider than the hairpin at 
marker two, this turn is also quick 
Power slide to get a mini-turbo push up 
the hill That way, you won't lose much speed 
before you reach the hooster arrows 


Take the long jump then 
power-slide around the 
first turn after you land 
Because the next few turns 
are so short and sharp, we 
recommend that you slide (not power- 
slide) around them If you get stuck in 
the grass at the bottom nght corner of 
the map, use one of your Triple 
Mushrooms to head towards the turn 
at marker five Power-slide around 
marker five and/or use your Triple 
Mushrooms on the long straightaway. 



BQWIir* CAITLi 




Distance: 777m 
Cup: Star 

Hazards: Tight turns 

SHORT TlfflER 


As with the tram on the Kaliman Desert 
course, if you get a Rocket Boost and 
enough mini-turbos, 
you’ll speed through 
the first room before 
the Thwomps can 
slam down and 
block your way 





THUIRRT THUIOmP 



Your timing 
here must be 
perfect Stay 
on the left 
through this 
room Start your power slide early and 
blast below the left Thwomp 


% Timas 01:50*75 


BED CBRPET 

The key here is to line up early and 
go down the center of the stairway 
towards the door If you approach 
the door at an angle, chances are 
you'll throw off your turn and end 
up in the 
grass or the 
bushes 


WE 








As you exit the room with the Bowser 
statues, angle your power slide so you 
actually bump the right wall of the hall 
way. This will bounce you into the cen¬ 
ter of the 
lane and put 
you r.ght in 
line with the 
bridge 


m 


Eno Bun 






The loop at marker five limits you to 
just one power slide Some drivers 
swear they can get a mini-turbo on the 
platform just before the jump at marker 
six, but it would make* for a hairy land¬ 
ing A power slide on the last turn 
before the finish is safe and easy 
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Distance: 756m 
Cup: Star 

Hazards: Penguins, ice 




TOO TIGHT 


The icy wills on this track will stop 
your power slides dead cold You should 
get a Rocket Boost off the Starting line, since rt 
will be difficult to get mini-turbos early on 




i 


HOT GRP 


m 


i 


SLIDES GALORE 


You can hop and even power-slide over 
small gaps in the ice, but the gaps must 
be narrower than your Kart' 


Top time: Q2iC4.02 





□RT SLIDES 


You may not have any opportunities to 
power-slide in the ice cave, but short 
slides will help you keep your speed up 
without sacrificing too much steering 
control Try to slide to the left of the sec¬ 
ond and the last pillar 






m 


mone TURBOS 


Even with the large iceberg at its center, 
the wide plaza just before the cave will 
allow you to power-slide to your heart's 
(and Kart's) content I 


The wide turns at markers five and six 
will make getting mini turbos easy, but 
the ice will also make it easy to spin out 
It's easy to uncork two mini-turbos as 
you exit the tunnel 



LOriG LOOP 


Long turns like this will make you think 
you're in power-slide heaven* Just be 
careful of the roaming Chomps and 
you should do just fine 


CHGfTlP CHUmp 


Here's a likely spot for a Chomp If you 
see one in the distance, you might try 
aiming for the spot he's in at that 
moment, chances are he'll have moved 
away by the time you get there! 


RAINBOW ROAO 




Distance: 2,000m 
Cup: Special 
Hazards: Chomps 


Top limes 04s05i£8 


It's hard to distinguish the track from the 
background here, but the angle of the 
turn remains pretty constant 


From the Starting line, the track will 
immediately drop off Get a Rocket 
Boost, then line up straight down the 
middle of the lane and jump The 
sooner you hit air, the more speed 
you'll gain When you land, use one 
of your Triple Mushrooms !o boost 
yourself up the tong slope 


yosM mm j 


Top Times 01:38.44 




Distance: 772m 
Cup: Special 

Hazards: Narrow track, cliffs 


j LDflG SLIDE 

Start .i power slide a bit late around 
marker one and hold it until you enter 
the gravel-strewn maze area Power 
down the left-hand path and keep to 
the left to avoid the Spiny Try to time 
your mini-turbo so that you rega n at 
least some steering control by the time 
you hit the "land bridge " 


Cross the bridge and take the left fork in the 
path It's probably best not to slide at all in 
this short stretch 


“ake marker three wide and power-slide 
inward Power slide again around markers 
four and five If you angle your pivot nice¬ 
ly, you can slide down the long stretch 
before the giant egg and cut loose with a 
mini-turbo to cross the bridge When you 
see* the Finish Line appear over the top of the 
hill, aim straight 
towards it and 
use your Tnple 
Mushrooms to 
cut across the 
grass 


NINTENDO POWER 




































































D.ljytM^Li 


Distance; 893m 
Cups Special 
Hazards: Tight turns 


LRGOOR 


If you Rocket Boost off the Starting Line, 
you probably won't regain enough 
steering control to power-slide around 
marker one If you do power-slide, start 
out wide and angle to the rtght to steer 
clear of the lagoon 


Aim a bit to the left as you fly 
off the ramp The booster 
arrows can send you across 
the river at an angle, farther 
down the track than you'd expect 
the ramp for even more boost' 


If you aim straight across the nv<s* 
towards the "ptt" area rather than 
jumping atan angle, use your Triple 
Mushrooms to get back up to 
speed, and then power slide 
around marker three 


If you set it up early, you can get one mim- 
turbo around marker four At marker five, 
power-slide all the way down the hill and 
unleash a mini-turbo to get across the 
bridge and in A o the cave. 


© 


l 


SLIDE UP 


There are several options for 
tackling this hi 1 ' If you have the 
momentum, you can power slide up the slope and get a mini-turbo at the top 
If you've saved your Triple Mushrooms for this hiii, take the turn a bit wider 
If you blast straight up, you’ll smack into the cave wall 



iJMMfHii m&m WALK Top Time: 01:52.49 - 




r SHORT 5 SHHBP 

There are few guard rails dong this stretch, 
but you can use regular slides *o help keep 
up your speed Sometimes it's almost easi¬ 
er to slide rather than steer through short, 
sharp curves like this 


HORRID HRUflT 


Once you enter the haunted house, there's 
little you can do to avoid the obstacles 
inside Power-slide rf you can, but regular 
slides will be safer and give you better con¬ 
trol through the tight slaloms You can get m 
one long power slide through Lhe turn at 
marker five, 
two If you're very skillful— 
or lucky The straightaway 
beyond is perfect for mak 
ing up lost time with Triple 
Mushrooms 


Distance: 747m 
Cup: Special 
Hazards: No guard rails 


Banshee 
Boardwalk is 
a nightmare 
of a course, 
with lots of 

drop-offs and few chances for 
mini-turbos. As usual, try to get a Rocket Boost off the Starting 
Line, but skip the power-slide on the first turn Give yourself 
plenty of time to set up a power-slide around the next turn, 
keeping as near to the center of the lane as possib'e 


Start your power-slide on 
the outside of the lane and angle your Kart 
towards the left to avoid the outer rail. If you 
don't get the mini-turbo, you can use your 
Triple Mushrooms down this stretch, though it 
can be pretty nsky 
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BIRTH DATE 


TRIVIA QUESTION I 

I^OVv P^A3sK* 53ft ^BACTE-*» ARE 

THEi -E JN MARJQ KART ^4? 


INTENDO POWER CUP 
FFIC IAL ENTRY FORM 


f»l EA^r PPIMr I EOlPLY IN INK 

ARE YOU A SUBSCRI 


# 


IF YES, MBR 


9 EAPkU 


LAST NAME 


Fl^ST NAME 


JHDNE NO 


1C jT YO* 


FOUO HERE 


HOW TO ENTER 


PLAC 

MARI 


E PHCTO U F 
Q RACEWAY 
HERE 


TIME MUST BE UNDER 1:30.00 
SEE PAGES 3 4 ANO 35 FOR 


TO QUALIFY. 
DETAILS, 



1 Fill out all necessary infor- 
MATIQN AND ANSWER THE TRIVIA 
QUESTION TAPE OR GLUE THE 
PHOTO OF YOUR BEST TIME TO THE 
ENTRY FOkM 

2 FOLD YOUR ENTRY IN HALF AND 
PUT IT IN AN ENVELOPE SEAL AND 
AODRESS TQ NINTENDO I’OWES 

3 DROP IT IN THE MAILBOX AND 
WATCH FCJR WINNERS TO BE 
ANNOUNCED IN A FUTURE ISSUE OF 

NiNTENoa Power Magazine 


YC U ■ NANS ANH 
ADDicnn 


r-LALi; wcai: 

OANACIAN nDMirCNTU 
AM INTC4NAT DNAL fUl 


to uf 
ire fKYAMP 



ENTRY MUST BE POST¬ 
MARKED BY 5/15/1997 
























































Send in a photo of 
your record-breaking 
^run, and you could win 
- one of thousands of 
prizes and have your 
time published in 
Nintendo Power and 
afrthe Nintendo Power 
Source web site 


Here's your chance to prove th.it you've got what it tikes to 
go bumper-to-bumpcr with the pros it Nintendo 1 All eli¬ 
gible entrants who beat our goal of 1 30 00 (one 
minute and 30 seconds) on the Mario Raceway 
will be entered into a drawing for an _ 

exclusive gold tone N64 
Controller! Well be giving 
away up to 1,000 of 

these cool col- 4MrDI 

lectibles They're 

not available any w 

where else, so ■ 1,000 

get on the stick 

now and get your 

entry in by the May ^ \ 

15th deadline 1 \ 










PHONE 


MtTANti 

m mm i 


mstancii 


In addition, up to 5,000 eligible entrants will 
each be awarded a limited-edition "Nintendo 
Power Cup Calling Card" with five minutes of 
long distance service A list of the best times will 
also be published on our web site and in 
Nintendo Power' To enter, just All out the official 
entry form (photocopies accepted), attach it to a 
photo showing a Time Trials Mode time of .ess 
than 1 30 00 on Mario Raceway, and send them 
both in to us You can enter as often as you like, 
but only one entry per photo (no duplicate pho¬ 
tos) and one entry per envelope, please 


You II heve some time to practice your 
power slide, but don't let this golden 
opportunity slide awayl 


■x up your rstfnei in a fnerf nosiTmu at. i MM 
l oi ^tibie nd/focu Mo Y r i ‘fctevi^un 
sdreen before you ^ 

Dim thr li jits in flu room, bat fltf n«i 
use w nash. If you have n automatic 
flash, angle it so foal it dues noi 
reflect directly off the television 

* r« 7""rf M*»7 

screen. 


mum /uKtm' 

wr/Atc 

U&2 ; Wl/ 
IAT5 9*33-** 
r*TM 


Glare on the television screen 
could come from your flash, a lamp 
nr sunlight If you don't have a tripod 
or a table that's the right height to set the 
camera on, even a pile of large books will do. If 
you'd rather hold the camera, kneel or stand at 
the same level as the screen and hold your breath 
as vou snap the shutter. 


MARIO KART 64 


Q 


Official 

Rules 

No purchase necessary. To enter* 
fill out the ffJclaJ entry form 
and attach It to a phot showing 
a Mario Kart S4 Tima Trials 
Mode time :f lass than 1:30.00 
(oris minute an 30 seconds) on 
the Mrrio Naceway. Photocc.ifea 
a? reasonable facsimiles of th 
official entry form will also be 
accepted. Mall your entry to this 
address: 

Nintendo Power 
Nintendo Power Cir,, Cont. sf 
P.O- Box J57 

.it Tnond, WA 98073-0957 

One entry par phot (no entries 
with duplicate photos will b^ 
ict aptad) and ona antry par 
•anvelopt, pla ise. All intrles 
must bt ostm^rh 1 no latar 
■Bun May 15,1507. Wa ara not 
responsible for illegibly Incom¬ 
plete entries, or lost or misdi¬ 
rect*... mall. On or about June 1 
1997, winners will be randomly 
drawn by Nintendo Power from 
among all eligible entries. All of 
Nintendo's decisions regarding 
this drawing are final. By accept¬ 
ing their prizes, winners consent 
to the use of their names, pho¬ 
tograph®, or other likenesses for 
the purpose of advertisements or 
promotions on behalf of 
Nintendo Power” magazine and 
Nintendo of America Inc (NOA) 
without further compensation. 
Prizes are limited to one per 
household. Chances of winning 
are determined by the total num¬ 
ber of entries received. No sub¬ 
stitution of prizes Is permitted 
except If prize Is unavailable, 
Nintendo may substitute cash or 
another prize of equal or greoter 
value. All prizes will be awarded. 
To receive- a list of winners, eend 
your request to the address 
above after June 30,1997. 

First Prize: 1,000 First Prize 
Winners will esch receive a gold 
tone N64 Controller. Second 
Prize: up to 5,000 Second Prize 
Winners will receive a “Nintendo 
Power Cup Calling Cerd" with 
five minutes of long-dletence 
service. Estimated totol retail 
value of all prize© Is $60 t 000. 
Some restrict lone apply. Valid 
only In the U.S. end Canada 
excluding Quebec province. Void 
where prohibited by law. Winner© 
will be required to verify address. 
Not open to employees of NOA, 

Its affiliates, agencies or their 
Immediate families. This contest 
le subject to all federal, state 
and locol laws and regulations. 
All federal, state end locol taxee 
shall be the sole responsibility of 
the winner. 
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MEMBER tOENTIFICATION # 


Stop *1 

Your first choice team will 
•lUear on the Itft. a random 
team on the right Press B t q 
scroll through the teams on 
the right until you see e player 
nr players you’d like to cnpy. 


Customize Teams 

We'll start off this month's code-test with a frosty one for 
Wayne Gretzky's 3-D Hockey. With this code, you'll be able 
to create up to two custom teams by copying players from 
one squad to another. Once the entire code has been 
entered once, and if die N64 Control Deck has not been 
turned off, you can access the Modify screen again by 
repeating Step 2. Keep in mind, though, that only two cus¬ 
tom teams can exist at one time. Every time you access the 
Modify screen, any existing custom teams will be erased. 


Step S 

Use the Control Pad tn high¬ 
light n player on each team. 
The pJeyernn the left mil be 
deleted and replnced by tha 
player on the right. When 
you've made yonr selections, 
press A. 


KC4>E **T*F€ 

S8SSSf-*-~ ?<"“ r 

<'•FfvfClA.iV T : RASV ^ 
ffim 1 EM&IH 1 # 

FtcHJWt ,n*. 2r « 

FLftV,CM>T NOlSB-”* 

rucK'sjiiLotc- 
HAVE* (OTIU4 frr 
BgnutTvamM • ion swf- « 
cn»j»6__ men tm c. 

srsrubfi on<Hrtiooionooodci 


AVZCANCftC 


On the Options screen, hold 
tha L Button and prass the 
bottom C Button twice, top C 
Button twice, hot tom C Button 
twice, nght C Button twice 
end bottom C Button once. A 
message will appear. 


Repeat Steps 4 and 5 tn 
replace ns many players as 
you’d like and evan create mul 
tipln duplicates. Once your 
first teem is modified to your 
satisfaction, press Start 


Step 2 

Goto the Team Stats screen 
and preas the top C Button ten 
times. Two team names will 
appear Use tha Control Pad tn 
scroll through the team lists 


Step 7 

Your second choice teem will 
appear on thn left. You may 
now modify this team. When 
you’re dona, press Start to 
return to thn Team Stats 
screen. 


r»iijHTvpum 

rJk 


mi wifi 


p Step 3 

Select up to two teams to 
rtodify, with your firs t choice 
► et the top. Note: You'll hn able 

to copy players only to these 
teems from othnr nqueds; you 
won't ba nble tn copy from or 
between them. Now press A. 


Your custoreteama will now 
ha available in One-Player, 
Multi-Player and aven Sanson 
reoda. You'll have Gretzkys 
coming nut of your ears! 


Si. UFA 
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multiple Che ate 

DK im% rejoice! We've latched onto a slew of lovely DKC 3 
codes. On the Game Select screen, press the following 
sequence on the L and R Buttons; L, R, R, L, R, R, L, R, L and 
R. If you enter it correctly, you'll hear Dixie giggle. Now use 
the Control Pad to enter any or all of the codes below. 

LIVES x start game with SO lives 
MUSIC * access sound test 
COLOR x change character colors 
HARDR x activate extra hard mode 
TUFST = delete Star Barrels 
ASAVE s automatic save after each stage 
WATER x 85 Bonus Coins In first waterfall 
MERRY x . change item Icons 






Code words on: entered in the 
game name space 


Enter es rneny codes as you 
like. Have fun, little monkeysl 


r. 


r FK-£H*itt 


O 


Skip Ahead IQ Stagaa 

If you're as crazy for this portable classic as we are, then 
you'll want to check out the quick warp trick below. Once 
the game starts, you'll see a heart icon next to the level num¬ 
ber, indicating you've warped ahead 10 stages! 





On the Title screen, held Down 
and Stnrt nntil the Option 
screen enpeers. 


Selnct Gamn A nr B. Presto! 
You've warped nhnadl 


Paster Car Cheat 

Our thanks to pals on the 'net for this clever trick! Normally 
when two players compete in the cross-country race, only 
one racer receives a car upgrade No longerl When you 
start, be sure that both players choose a save file and differ¬ 
ent cars. Now proceed across the country. After you start the 
Washington, D.C., race, pause and exit the game. Reset the 
N64. Using Controller I, start a one-player game. Select 
Player One's previous save file and finish the D.C. race for 
an upgrade. Reset the N64 again. Select Player Two's previ¬ 
ous save file and finish the race for another upgrade! 


25 

Si 


inffim UDS 

Add 




Be sure to reset the NG4 Do 
not turn it nf f nnd nn again 1 


Now you'll have faster ver¬ 
sions of two carsl 
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Ml 





Camara Trick & Credits 

For a new view of the Battle of Noth, press and hold the 
right C Button for several seconds. The camera will stop in 
place while your snowspeeder flies into the distance! To 
peek at the game's credits, enter "-Credits" (the dash is actu¬ 
ally a space) as your name and start the ^me as usual. 


4'- -T 





At this distanen, it’s hard tn 
control your ’speeder! 


Whet does e “Hopping 
Woman" do, anyway? 


mm 94 
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'ue Race UJildlife 

u missed these codes from our Volume 92 Member® 
ly Special, shame on you for nol being a subscriber! 


n Stunt mode, pass through ell 
*tie rings and complete all the 
s«sic stints once, including a 
left hair el roll end a right barrel 
roll if done corieetly, you'll 
hear dolphins chatter as you 
cross the finish line 


dolphin. Step 1 


Dolphin. Step 2 

Now choose Championship 
mode. Normal dilficelty and 
Warm Up Hold Down on the 
Control Pad and choose e 
watercraft Continue to hold 
Down until you reach Dolphin 
Park 


ITIore Dolphins 

I mahe tha baby dolphins 
appear, follow the regilar dol- 

S hm very closaly foi 3 -1 laps, 
le'll jump the ramp before the 
gate if you're doing well ) Pley 
Waim Up 2D times in a row tc 
see the giant dolphin. 


Southern Ulhales 

To see killer whales in 
Chempionship mode, score 
over 35 points before you reach 
Southern island. If you score 
over 45 points, baby killer 
whales will hove into view. 


Cool Panguin 

*fo see the penguin on the Cool 
Wave cd use, play tha 
Chempionship mode on the 
Expert leval. take first place m 
every race prior to Cool Wave 
tc make the penguin appear. 


Team Photo S Championship Scraan 

If you've ever wondered what kind of folks developed NBA 
Hangtime for the Super NES, enter "Funcom" as your name 
and "1993" as your FIN. Press B, not Start, to lock in your 
choices. A photo of the Hangtime team will appear! 

To see a "cheat" version of the Championship screen, go 
to the Matchup screen. Press Start, Y, Right, A, B, Up, Start, 
Up, Down, Down, Start, L Button, A, Down and Down 
before the screen fades. You'll be treated to a less spectacu¬ 
lar version of the Championship screen. To see the "frill" ver¬ 
sion, you'll have to defeat all 29 NBA teams! 


o 
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Passwords 


Here's another Game Boy classic enjoying new life as a 
Player's Choice rerelease. Use the Force (and these pass¬ 
words) to defeat the Emperor, destroy the new Death Star 
and bring victory to the Rebel Alliance! 


The programmers* names will 
slowly appear on screen, one 
otter the other. 


Boy, they sure know how to 
make a player fee! small* 


Endor: 

Ewok Village: 

Power Generator: 

Death Star: 

Death Star Tower: 
Death Star Tunnel: 
Death Star Escape: 


TFGBMN 

HJMKPL 

QGTHGD 

PSVZKL 

SFPYSW 

CGGYQM 

KFGZXQ 










CUS&I991D 

(Kl-C&bfeU/JOJJ 




more Puzzle Passwords 

Here are fhe passwords for the secret, second set of puzzles 
in Tefris Attack for the Super NES. Knock yourself out! 


1-1 

FP5D29J! 

4-1 

F35JHJDY 

1-2 

FPBJ2SJK 

4-2 

F37DHPDB 

1-3 

FP1J2773 

4-3 

F38DHRX! 

1-4 

FPGD2Y7P 

4-4 

FP2DL9XK 

1-5 

FP4D2CJD 

4-5 

FP3DL5R3 

1-6 

FPNJ21DR 

4-6 

FPDJLYRP 

1-7 

FP7J2JNZ 

4-7 

F3JJLQ6D 

1-8 

F3SD2QN? 

4-8 

FPPDLHGR 

1-9 

FP1J2HD2 

4-9 

FPRDLNXZ 

1-10 

FPJJ2X74 

4-10 

F3YJU6? 

2-1 

FPTD2&NH 

5-1 

F38DLP62 

2-2 

FPKD23JL 

5-2 

F3LJLR64 

2-3 

FPDJ2DDN 

5-3 

FPPDN%RH 

2-4 

FP7J49JX 

5-4 

FPRDN76L 

2-5 

FPGD45JT 

5-5 

F3YJNBXN 

2-6 

FP&D46N& 

5-6 

F3MJN1GX 

2-7 

F3YJ4Q7C 

5-7 

F3JDNJGT 

2-8 

FPGJ4H7M 

5-8 

F3&DNQ6& 

2-9 

FPXD4XN1 

5-9 

FP9DN4XC 

2-10 

FP7J4JNF 

5-10 

F3SJNN6M 

3-1 

F3SJ4PJJ 

6-1 

F37DNTX1 

3-2 

F37D4RDG 

6-2 

F3QJNKXF 

3-3 

FPQDH%JQ 

6-3 

F3XJNZGJ 

3-4 

FP2JH7J8 

6-4 

FPRDX%6G 

3-5 

FPPJHY79 

6-5 

F3BDX7GQ 

3-6 

FPRDHCN% 

6-6 

F31DXY68 

3-7 

F3BDHFDS 

6-7 

F3GJXCX9 

3-8 

FPJJH2N5 

6-8 

F3NJXGG% 

3-9 

FP&JHU7 

6-9 

F3SJX4RS 

3-10 

FP3JHX76 

6-10 

F3QDX&G5 


lie in Specie! fflouee 8 Fatalities 

Not only do we have Human Smoke's Fetal hies on tap, we're 
also dishing: up new moves for Baraka end Raydcn. fust heat 
and serve! 


Decapitation 

To execute this messy Fetelity, 
stem! oetside sweep range and 
press Run. Block, Ren, Run end 
High Kick. Better get e becket 1 


Ro Smohing 

lb demonstrate why Smoke is 
bed for you, stand far away 
from your opponent end press 
Forward, Forward, Rack end 
Run. 


8lada Fury 

This move started out as a 
glitch in on earlier MKgame, 
but it's now on official part of 
Roraka's repertoire. Press 
Forward, Down, Down- 
Forward and Block to become 
a deadly dervish. 


Reverse Lightning 

This move is also making its 
debit in MKT Press Forward, 
Down, Back and Low Pencil to 
blest yoer opponents from 
behind. They’ll need eyes in the 
hocks ef their heeds to see 
this coming' 


SMOKE Witts 


h 


1 .A ^ -A 

f «li »*• 'wft 

l—W 


rIe' ,i . M 


timmi 
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Experts, shmexperts! If you have an awesome tip or a killer code, send it in! We'll 
print your stuff alongside the pros' codes. So what are you waiting for? Warm up 
your brain pans, crack your knuckles and press those buttons! 


flintendo Power 
Classified Information 
P.O. Boh 97033 
Redmond. UJR 
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pie HARING FIGHTS- AGAINST IMPOSSIBLE ODDS IN 
midway's doom 64 it's- A TRIUMPH OF RRT AND 

BLOOD, AND If'# ANI ALL-NOW DOOM RDVeNTURe: 


We are receiving, sporadic transmissions from 
Phobos, where if that ft iftflftswy base 
has been invaded. All uf our current inform *- 
ft* k i timing from a tone space marine who 
U Aghtfnj Ihf toairsion. The M rated images 
teffM hete on Earth ar* almtw.t too fright- 
cftunf _to believe, We have smst alien beings 
wIlMtt |ee*n 10 bav#- sluppfed out of .0 

mghtm#n\ Even mar# ^fcturliinfc We bay* i 
seen ftuftan zombies iftho aro thing con¬ 
trolled by the invader fftauld theAnrmc fail 
to destroy (Ids threat, j play somOJicll the 
doom of oyr own plan oLV | ; ^ft 1 






























you don't join tlw space marinas to 
'O on a picnic.. 
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These monsters from planet 
ugly never stop attacking. 


They come at me from every doorway from behind every corner and out of every 
shadow Many of them I have met betore, but they seem stronger than last time, 
and smarter. The enemies know no tear. When they sense that I'm dose, they 
come searching And when thi y find mt, they unleash horrific power in the form 
of lasers and fireballs Others just try to rip into me with their clews As for the 
zombies, they are armed to the teeth from i l_ ■ .■-.-ar—ga 

the anonal here on the ; IfS' • ,iK if u 


These host Souls seem to warp into exrstence from 
another dimension In some areas, there seems to 
be no end to them and their fiery attacks 


* Shadow Warriors appear in many areas, slip¬ 
ping from the sh?.dows, not quite invisible, but 
quick as ninjas n spite of their ferocity, none of 
these guys is going to win an award for brains 


Some enemies fly at you 
and shoot flaming shots 
while others stalk you in 
the corridors 


weapoNS 


I find weapons scattered throughout the basei 
standard issue pistols and shotguns, plus heavy- jj 
duty chainguns, rocket-launchers and plasma it 
blasters that can take out even the biggest aliens jj 
with one shot, At times, I've even had to make tj 
use of my fist or chainsaws left behind by main- ) j, 
tenance crews. 
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It's bad enough that the enemy js everywhere, but 
some of them are invisible until 1 blast them I've 
learned to listen carefully, especially in the darkest 
pits where these wraiths hide. 

The zombies may look like my old, marine pals, 
but they don't hesi¬ 
tate to open U r e 
when they see me 
Their duty seems to 
be to patrol certain 
areas of the bast I 
don't ask questions 
When ] sec one, I 
pull the trigger 


The Imps seem to be 
c ve rywhe re—the 
shock troops of the 
invasion After I've 
cleaned some rooms, 
I walk knee deep in 
their remains Most of 
these demons just 
charge at me, but 
some breeds hur fire 
balls like missiles 
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The blueprints of the b?sc indicate that there are more than two dozen separate 
zones, but I suspect the mission won't end there If f find the vortex to the 
demons' world, J expect to find even more mazes As it is, I want to go on 
record as saying that the architects who built this place were demented Not 
only are there turning passages that make me lose my way, but there are hid¬ 
den rooms and panels everywhere I spend half my time pourding on walls to 
activate secret switches And that's the easy part Many of the doors and bridges 
must be activated in sequences, forcing me to solve puzzle s at almost every step 
and backtrack through the infested maze 
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you have to unlock the mysteries, 
not to mention the doors... 



You can't get anywhere 
in this place without 
keys, and every one of 
them seems to have been 
hidden by a mad man 
J've had to risk my life 
countless times to find 
the red, yellow and blue 
keys that match the 
color-coded doors In 
many areas, the 
search for th< key 
is more difficult 
than surviving the 
onslaught of ene¬ 
mies And yet 
there are always 
demons beyond 
the locked doors 
Security in this 
place really sucks. 


ITEMS 


The stashes of weapons, ammo, med kits and body 
armor are a real godsend. Without these items, I 
wouldn't stand a chance. Sometimes I have to 
retrace my steps through the maze to recover sup¬ 
plies I passed earlier. Every once in awhile I find 
alien relics that turn me into a berserker or give 
me invincible power. Too bad they don't last long. 
I could make a fortune with this stuff back home. 
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sometimes you just have 
to get warped... 


I've had it with those transporters Most ol them can be activated only ^ 
by a switch across the room You hit the switch then sprint for the trans- 
— ■ ■ ■■-■ . - . porter Maybe you make it, maybe you 

don't (f you do, you flash irto existence 

sonvwlv < ‘ u ^ 

•* «* > 


I he auto mapping function on my transmitter has saved me o:ict ^ 
again After switching from the area scan to the blueprint ’ayout, I dis- 

was behind what looked like a solid wall 


covered the only possible path 
After several minutes of searching, I discovered th<_ switch that opened 
the secret panel In some areas, I find that it is easier to navigate by the 


alone 
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Super Mario debuted in 198S, and he became Metal Mario in 1996. 
What will he be doing in 2064? Or what new character might be 
star of video games in the twenty-first century? What will the video 
game system of the future be like? Here's your chance to design the 
hit game product of 2064! 


rtromc entertainment 
las come a long way 
since Thomas Edison 
invented the phonograph in 
1878 After that came motion 
pictures (1895), the radio 
(1894), and television (1926) 
Adolph Rickenbacker made 
the first electric guitar to 
amplify sound in 1931, and 
the CD player came along in 
1972. 

Pong captivated the world 


Grand Prr 

A COMPUTER 
FOR YOUR 
SCHOOL! 

A complete media center! 

A TRIP TO 
NINTENDO! 

A staff artist will make 
a real Nintendo Power 
cover using your idea! 

A Nintendo 64! 

when it was introduced in 
1972, and 13 years later, in 1985, Nintendo became a house¬ 
hold name with the introduction of the original Nintendo 
Entertainment System Then there was Game Boy (1989) and 
the Super NES (1991). And now, the Nintendo 64 has revolu¬ 
tionized the world of 

video games Second Prises 

But what's next? 

Not next month or 
next year—what's 
going to be the must 
have source of enter¬ 
tainment 67 years 
down the road, in 2064? And who's going to invent rt ? It could 
be you 1 This month, Nintendo Power heads to school to chal¬ 
lenge students in grades 5-1 2 to dream up a game, a game char¬ 
acter, or a game system that future generations might be playing 
in the years to come 


10 Nintendo 64s! 

Five N64s will be awarded 
to winners from grades 5-8, 
five wiK go to winners from 
grades 9-12. 
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The Grand 
Prize winner will 

win a complete 
media center for 
his or her schoo' 
and a trip to 
Nintendo hend 
qunrters, where 
he or she will 
work with NP I 
staffers The J 
winning entry I 
will nctunlly be I 
featured in n I 
future 
Ten runners up 
wil’ each win 
a Nintendo 64 

Posters including all the details will be 
arriving in schools across the country, so 
look for the poster m your school! But even 
if your school isn't participating in the con¬ 
test, you can still enter to win Just read the 
Official Contest Rules and follow the 
instructions 


issue 


ulosto enter ^ 


Official Contest Rules 


Md pcrrhws nressaary In ruler. Mil sul Ihi OHrslol Enry Farm and 
iiiach II Id ynnr Ninlendn Power no*nr dtsi[n Yrn may min wil" 
anl in OflicoiEufry Farm hyscn^mL: an 91/2“ * 11 shsel cl papsi 
iirtilnh IncInPis you namt address sdical iuhiip Bfle ind groPi 
inielher wHh Uin Mm ol yaur product and lls c-Uegwy (software 
hardware m ucctsssmy) Tail as wU*l il I-bPs Hire |5<J wards Oi Iki) 
and explain its restores in* 1 binehts |l SO wards sr la&sj AilBcb 
your enny farm in yovr Nlnlmdo PDW*r novei design rn n sopanl- 
plisa3l91/2“x11''pa|)sr 

Mall yonr miry loin legethsr with your coirar daslgn lo tbi ad'iess 
lllrvw rn Uir nghJ 

All anlrps and never designs beeflmi Ibe 3o|e prrpily o! Nmtcudo 
r| America Inc (NOA) end trill n_l d* reUiited The ncnlest Is snr 
|vet Id the OHInlBl Hnles II yni t* unPfli 19 yonr ?srenl cr legal 
BUirPlin m-sl sipc yonr rrfry liw All sninBS mnsl Pe received 
bnlweei March IS led Aunl IS 1S97 We arc nr\ resrnnsne lor 
Inst nr mrsi’trcded mall nr lllrglfilfl dr Incampleln nines 
Submission-may d?nsE;ll[i inypnrpwai Innlailrtg Mil ml limit 
id lo advertising publicity prociollon or exPIblUon wilbwil c?m 
prnsaMw lo lUcachanl 

Enlnes will bi (nigi* *y tire staH cl Hlntend r Powei Winners 
will bl siiecled unoraitoul April 39 1*J57 ’rasp" cnwhlnhullhp fIi 
4 bl* bhuIhs we like PssL AH decision* will be llml Ow gran" 
prize end a tolil of 10 secniP priip^ will nwardpP Five smnil 
prim will U awarded to winner* Irorn urates 5-9 live In stwnd 
prize winners Iren gradw: W2 Tr rcmlvi a list cl wWihr send 
ynnr rpgcesllc Ihi iddros$ab"ve eHer May 15 19*R 

Ihe GranP Prir« wlnrm ichiol will receive a Manlrtlesh 
Periomw 64W) Etimpnlir (approximate rtlne (2500) Oisnd I'm* 
winnsr will ruciiVl 14 'ay 3 nlgM Inp |-r twr in NOA hndqnartm 
n tedmoed Washlaglun TJir hip Inclndes alriore (Irom anywhirc 
lu Uie UnlleP Stalls dr Canada) ard acwimmoeailnns hr twe 
lapprcxiTBh retell valne $2000) H nn&f 19 Ihi wnuiri mur.l Pi 
incampinmd iiy a pareni or legal gunnllan txanl dais cl Ihr Irtp 
will be dEhrmlned by NOA AJ NOA Hit wlmei v II have hlsflin 
Idea iffuetraled rniir n Ninlendn Power envai Ihi I will H* shews 
Insldn nn n,turning -wna I Ihe Orand Priz« wlnnaf 4 nn'Fr 1= II 
will bi awarded In Ihi mms ot a p&ranl cr gnardran SecnnP Pme 
winners vrill eanh receive a Nlrrieniln (oaproxlmali retell value 
SIM «5| Allcw 6*9 weePs ter iteljwery All prizes will bi awirdifi 
ind winners will de n 'lincd Ty mnll Pnzes art cr ittranslerehla anP 
no sibstHuti-ns are allowed WttPl by spnnwr win rnstrvis Hie 
righl I■ sui:shhite t priae -:l Equal: i uiealai valne H an iPvnriiwd 
prize 1* nnavallaPle Taxes II any relalFd lo IP* prize ire he 
resrrnsiblllly nl Uie IndNidJal winner* Winners will bl ilsnired lo 
ixenulemd rclnrha signadilHdavri(Il nnfler 1- IhEn sl^nad by fir- 
bbI Bf Ic-jal ;nMlan| which wnlies fillglbllity nsma ege grads, 
Ural the nover d^lgn snbrtillsd Is anllrFly Itiur own nnation an? 
winch assign- Il NOA all right illle and lnt«resl In iheli cuvfi 
dFSIgn with nut Inriftr compcns?lirn Winner's snhiwl muil sign 
and rllum i prfea accpplfiica Inrr- Grand Prize winners and Uielr 
travEl compamihs mnsl sign anil reluiu i liability relrass II ha 
winnEra dn nol reiwn Ihe aHldevll and liability ideate wllhln Id 
•ays il noilflcillan attampf ihen Ihi prb* will h 8 InrinlKd and en 
all 3 mats wlmwr awairiad Llmli me prize pir AnnsEhnlP Py 
■nEeplIng llmli prizes wim*r» <onseni in the nsc ol lUrlr names 
phnlngropda nr ulhor likenesses Irr Ihi purpos? ol idverflssmints 
arpromi lions an bskBlI cl Ulntenrk' Power magazine and HOAwllh 
uul (uriherccmpcnsallnn 

Contest is n pan to stoPiiris h BrePes 5-12 Si ml rastriiPInns 
apply Valid only In th B J & ini Canada (exctaflng Onsbic) Vor* 
vheie piohihlieP by liw Mrt open Ir implflyeis nl NOA It? clfill 
lies a jinnies ri Uielr nnmedrale families This c olufl Is subject 
t? all redprel stall provincial md local laws and regnlatlcns 
Conloslspowired by Nintendo olAmarina Inn 


Entry F*rm 


Nintendo Power 
Game of the Future Contest 
PO Box 97085 
Redmond. WA 
98073-9785 


Ait-i*,! 


A new Mario gome. 

Or n game starring a 
character that vou 
create Orn new ye me 
system, or accessory, 
snch as o controlfnr. 
Whatever you think will be 
the thing to play m 2064. 


jSS 0 !** i 

Bfwmffndofiw 


Design a cover for 
Nintendo Power 
that features 
your product. ^ 

Ybu dnn't hove to he 
an nrtist tn win The * 10 *^+ 
cover doesn't have to j 
he fancy, but it v /a 4 ] 
should include our 
logo and e headline 
describing your 
amazing product 
Get a copy of e 

blank Nintendo ' V 

Power cover from 

yonr teacher or 

create your own from scratch. 


Get an Official „ 
Entry Form U 
from your I 
teacher or I 
read the I 
Official ■ 

Contest Rules I 
to see how ® 
to enter without 
the form. 


Send your entry in 
by April 15,1997. 
Mail it to Uie 
address shown 
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your fingers df Jury <whiH to get a. hold with the five different levels of Option screens 
of a bigger challenge? Then just try to mas? you gain access To "hy winning tights. Any Kl 
ter. our advanced Kilter Instinct Gold Gofa master knows that the assorted Options 
- v *vg % moves that are so hyper- intensify game play by enhancing or handt- 
k acfiye, they'd make capping your fighter. To earn level i Options* 

a wen *• Chan's win at % Easy setting jri Practice mode. For 

head spin. WeYe high- Level 2 options, win‘ at Practice onf' the 
Sl£; lighting fte* ten * KI Mediuip setting. Beat the Hard Practice mode, 

®?d competitors and andlevd 3 Options open up. Level 4 Options 
■ some of their meanest and become available after y6u win hv-the Arcade 

f ^ f % f* 9 >jr * * 1 

t *o u g h e s t mode set to Extra Hard; If you're victorious in 
Combos.: The the Arcade mode set to Master difficulty, then 
challenge begins all 5 levels of Options will be at your disposal* 


Spinal's Combo 

Skeieskewer +QP+ Manual FP +Super 
Flams Blade +FP Press urn Mdvr 
tStiper Heme Blade + buffered in FK 
Air Finisher =51% Damage. 
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The Options Code 


Kpii 


[OGQFK3 


oooo+mp 


di game into a manual button-mashing contest Level 

4 gives access tu Cheap Juggt— y** |i»gg|. opponents 

in the air as many times as you want In Level 5, increase die 
challenge by shutting off the Blocking Option. 


Options 

Experiment with the five levels of Option' to custom-tailor 
Kl Gold. The first level's Options let you vary Throw 
Damage, so if you're using a fighter who throws a lot, like 
Glacius, you can exploit his ability. Level 2 Options enable 
you to activate Powered Finishers to perform your 5th 
Finisher without having to do the other four Finishers first. 
Open up Level 3 Options to switch off Auto Doubles to 


fac. i rm^Aun 
AUTIJttOUei cs 


W demo stA )&, .Character. press % 

"Perfect!" then youN/e successfully entered the 
code enabliog you toinstarttlyaccess all fiw lev¬ 
els of Option screfitfK 


CAME PAK OPTICS 
□AMC LOAS AND SAVE OPTIONS 


UCVKL 4-OPT IONS 


EARLY ULtfMATEO 
ENOLKDORMS 

QUICK BPFMrnu 
C«CAP JUCCLCfi 


fc.TAtfOAflO OPTIONS 


MUSIC 

SfLNUOM *F 
TiMC LIMIT 
TtlflUlINC 
DLOOO 


ThCSS START TO EXIT 


To ucci 83 ell options. press 

Z, B. H. L, H. Z 


Timing is everything in Kl Gold, and to achieve cer- Wj 

lain Combos, you must "buffer," or finger your ■ 

next move Into the Controller while another move 
is being executed on-screen. If your timing's off, . «£? . s 
the game won't recognize the new move as part of on-scree 
the Combo, and it will be executed as a separate, less trying ! 
damaging blow Bracketed moves indicate buffering. Combo, 
and you must enter them at a specific moment while buffer ir 
the move you're linking them to is being performed his Sup* 


C >710 US 1 

Buffer tbs me 

iside tbs brae 


QP=Qu!ck Punch CB Button! 
fllPsfnsdiiim Punch CLeft C Button! 
fpapisres Punch CTop C Button!! 

QH=Quick Kick EH Button! 
fTIK^ITIedium Kick IBottam C Button! 
PKspierca Kick CRlaht D Button! 


Listed •‘aftwwe *each ^picture 
sequence* f?4' the 
you must prt^s to execute 
the rtipvfc, Regardless of the 
picture, the transcriptions 
art written' assuming that 
yuu'reto the^ Igft'of your 
opponent. 
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OOGO+FK 
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lacius's 100°! 


OOGO+QP 


ooo+mK 


Most of the advanced Kl 
Le k Gold moves fly by in the blink 
J of an eye, but Sabrewulf's Slo-Mo 
Vj Combo lets you savor the savagery. 

Jump in with the FK and activate 
JM the Auto Double with his MP. 
* Jockey the controls Back-Forward- 
Back + QP to slow the pace and prolong 
your opponent's humiliation. 


Kick 'em when they're down and keep 'em down with 
Fulgore's jump-in FK 4- MK. Finish 'em off with the 5th 
Finisher, and Eye Laser-Juggle your enemy as a victory 
dance. Then for the sake of excess, juggle again with the 
Super Plasma Slice to show 'em who's boss. ^ a rv -* 


jglpV 1 Combine die Jungle Tumble + MK 4 
^ Super Web of Death + MK + Super 
Boot Kick -f- Super Conqueror + a Skull 
Splitter Juggle to inflict 61 % damage from 
Tusk's barbaric barrage of kicks, acrobatics, 
swordplay, and even a head-butt, too 


Glacius is the only character who can inflict 100% damage in the Practice mode, 
but you'll have to go into the Options screen and switch both Cheap Juggles and 
Full Super Bar to On and Throw Damage to High. If you execute this Combo twice 
in a row, you'll toss your victim side-to-side like a rag doll until you've inflicted 
maximum damage. > > ci •' 1 > -V* fcj# ‘ ' ■ iSjfi 
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s UnbreakabI 


OOOO+PK 


OOO+FK 


ooo+mK 


looo+mpi 


Follow th~ Si a QP Auto Double and' 

those two moves once. Then link a Super Flame 
to the Combo and buffer in the Medium Skej 
Ff When used as a Finisher, the Skeleport e 
'n- Spinal to morph info his opponent. ' 


Unlike Glatiure 100% Damage Combo, fago's Combo con* 
* tains no Auto Doubles, Manuals, or Parries to give the 
? move a weak spot to be interfered with. Begin with the FK 
Pressure Move, followed by three Super Ninja Slides, and 
finish with a Super Tiger Fury Finisher./ f 


With just a minimum of moyes, wefl-strung com 
\ ciently knock opponents off the Sky Stage to t 

\ Give Glacius the ride of life life by plowing i 
Combo's Roller Colter. Hit QP to activaj 
Double, then incite toe 5th I 

* " Finisher to pummel Glacius 
*Xor any other Opponent) and iMfiHNl 
send him plummeting thou- 
sands of stories. Mbw- te 


To pull off Fulgore's 37-hit Combo, fire his MP 
Eye Laser + QP + MP Eye Laser + QP. If you're 
quick enough, buffer another MP Eye Laser 
during the final QP. Then, if you can 
\ keep up, buffer in a QK Plasma 
jjp -'Jy | Slice during the last MP 

A A V Eye Laser. . 
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sieir dooms, 
him wit s T] 
|e the Auto 
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■ TJ Com bo*s Po 

ooooo+mK^ES 


OO+PK 


niK+OOOO+FK 


rB. Orchid 


ooG+mp 


When T] Combo is knocked to the 
ground, make him bounce back ‘ 55 
with a FK Pop-up followed by 
his Super Tremor. The pile-dri¬ 
ving punch briefly leaves your oppo¬ 
nent dared and unable to fight, buy- 
Jhg you enough time to continue 
your counterattacks * 


to* I Deal l i blows io 
your unlui ky foes 

chaining Kim's 
Tornado Kick with FK + 
MK Auto Double + two 
Super Tornados. Timing's, 
important here, so start 
keying in the second Super 
Tornado just 


as the final hit of the first Super 
Tornado makes contact. If you time it wrong, you'll 
cause less damage. _ 


If you're on the defensive, initiate B. Orchid's Parry (Back + 
QP) and follow up with her Ichl Ni San as a Parry Opener. 
Her two fistfuls of lightning rack up three hits, putting you on 
the offensive with the upper hand. 
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ZbLDA FROM 
SPACE? 


Lufia II 


Moon, one of the most unusual epic games 
we've ever seen Thanks to Natsume, you'll 
have a chance to play a game that's been ! 
one of the most popular games in Japan 
over the past nine months Natsume, 
reportedly, is reordering more copies oi 
lufia II for release in the near future If you 
missed this game, don't miss it again Its 


Nintendo's Game Counselors. As for the 
satellite version of Zelda, it may take an 
even longer trip in the f uture it is one of 
several epic games currently being evaluat¬ 
ed for release in North America in a Game 
Pak form Keep your fingers crossed 
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Page 54 

Epic Strategies 
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AT THE EPIC 
CENTER 

T hanks for all the continuing sup 
port and letters from epic game 
fans We enjoy hearing from you, 
and we pass on your concerns and wishes 
to policy makers here at Nintendo and at 
other game pubhshers In this month's 
issue, we take a long look at Harvest 


one of the best epics to be released in the 
last few years Your Epic Center staff has 
been in contact with several other compa¬ 
nies that are considering releasing epic 
games that have already been translated 
into English Let's hope they have 
Natsume's wisdom and bring out the 
games As for future N64 epics, you need 
look no further than this issue Our gallery 


Luna II 

of EarthBound 64 screen shots is the first 
. detailed look at this upcoming RPG from 
Nintendo And in this month's Pak Watch, 
. you'll also want to check out the latest, 
shots from Zelda 64, which is looking 
j more and more like the ultimate adven¬ 
ture game 


Famicom version was sent to players via 
satellite on the Satellaview system in Japan 
Although the game play was essentially 
unchanged from the classic 8-bit version, 
the upgraded Zelda featured new 16-brt 


graphics and sound It might surprise you to 
learn that the original Zelda continues to be 
one of the games generating many calls to 


The original Legend of Zelda for the NES 
took on a new form last year when a Super 
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Feast your eyes on the first collec¬ 
tion of Earth Bound 64 screen 
shots and characters from 
Nintendo As you can see in this 
expanded Epic News gallery, the 
variety in the new EarthBound is 
tremendous, even at this early 
stage of development {in Japan, 
this game is known as Mother 3 
T here was a F ami com game that 
never came out on the NES and 
Mother 2, which appeared in 
North America as EarthBound for 
t u e Super NES) WL don't know 


They may look like thefiunaway Five, but 
this pop group is known as Desperado 
Crush Mambo Combo, or D C M C 
Thoy're working on anew song, which 
they if perform at the Chichiboo inn 





much about the gome's plot at this 
point, but it does involve many of 
the characters from the original 
Super NES game, including Dr 
Andonuts and the race of nose 
people known as Mr Saturns We 
expect the new EarthBound to 
have even more of an adventure 
feel because of its rich, 3-D world 
Currently scheduled for release 
on the 64DD following the 
release of Zelda 64, EarthBound 
64 most likely won't amve in 
North America until sometime 
next year It may 
> seem like a long 
time to wart, but the 
promise of a game 
of such truly epic 
proportions should 



keep players on the 
edges of their seats 
If you're wonder 
mg where all 
the wonderful 
images come 
from, it is the 
HAD group at 
Nintendo Co 
Ltd In Kyoto Art 
Director of Mottle r 3, 

Ashura Ito, even provided 
Epic Center with his rough sketch¬ 
es of possible characters and 
scenes for the game* One thing 
we've learned from studying these 
pictures is that EarthBound 64 is 
bound to be a marvel of the imag¬ 
ination 



Some of the characters in this 
room look liks characters from the 
original game but they are really 
newcomers The development 
team at EAD assures us that this 
sort of crowd isn t found packing 
every scene 


In this pic, several kids ere appro aching the wag¬ 
ons to boy something In the background is Great 
Rock, which looks like a castle The area used to 
be a quarry, but we don't know if this is where 
the meteorite fell in the previous game. 







Duster sleeps all day 
and works atmqht His 
tevonte haunt is the 
Chichiboo iihl 



The village Godfather 
may make you an offer 
you can't refuse. 
Beware of his motives 


Ryukka is one of the central 
characters The boy often 
wanders in the woods near 
Tazrr'ly village where he finds 
many wild animals and dan¬ 
gerous adventures 


A waitress at the 
Chichiboo mey give 
you special informa¬ 
tion if you tip her 
wel! 


Yosaku is a body builder 
who enjoys e nico run 
through the woods 


@ miwo POWER 





This peddler and his 
monkey, Sarusa, will 
be selling some 
secret item 


Tazmily Village is 
pictured here The 
store in the fore¬ 
ground features a 
sidewalk cafe. In the 
background you can 
seethe local hotel 


Although this vil- 
I tge woman is 
called Use, she 
insists that she is 
not Lisa Shp 
tends the store in 
Tazrmly and tells 
shoppers that 
she doesn't tend 
the store So 
wha* does she 
moan whon she 
says that she is 
free foi a date? 


Dr Andonuts 
invents surprising 
things, such as the 
ice cream-cone 
shapedtank in the 
desert At this 
point, the good 
doctor is only a 
tentative addition 
to the g6me 


Various characters and beasts 
that will inhabit the EarthBourd 
6dworldhavc already taken 
shape You'll find everything from 
a standing crocodile to an almost 
human orangutan 


Here in the jungle, the 
EAD team has identi 
tied several of the 
critters including the 
Shipopos in the pond 
and the snake. Hade 
Hebi, which climbs in 
the Bnobabu tree 
and shakes its tail 
like a rattlesnake 
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You just bottght'the^ ■ ■ 

/ s 

farm and now yob have 
two and a half 'years to 
live off jthefal of the 
land. Harvest Moon is 
Nats limes farm f resh 

/• l • 

hybrid IjetWeen a- ' 

i . * K 

simulation ana a 
roleplayiog game. The'. 
object of this password 
backed Pak is to turii 
around a run down farm 
and find happiness, 
before your parents 
return. Depending on ' 
how you go about living 
your life, youll see one 

l 

of a bushel of end i rigs r • 
but let's not count pur , 
chickeiis before they're 
hatched. Read on and 
learn the top tips for 
playing Harvest MOOOn ! 1 


You've been given the opportunity of a 
lifetime Your mother and father have i 
gone away and it's up to you to turn B 
around your family's decrepit ranch R 
You have just two and a half years to 
accomplish your task, and the years in 
Harvest Moon are much shorter than 
you might expect. Each season lasts 30 
days, so a year is only 120 days That m 


means you'll hear your father's boots 
clunking on the porch in less than 300 
days You'd better get to work You'll 
have to dear the land, raise crops and 
buy livestock. All the decisions are up 
to you, and there are countless meth¬ 
ods for finding your way to several 
happy endings This might sound easy 


so far, but there are a few complica¬ 
tions in reaching your goal Your sta¬ 
mina limits the amount of work you 
can do in n day, so you'll have to plan 
your work week And a huge cash crop 
can't buy you happiness There's more 
to life than money, and you'll start 
feeling lonely when you're out stand¬ 
ing in your field If you could just find 
a compamon-lhat might make you 
happiest of all 


Vail have v fi/vu and i jiffyears t j make a lift 
for yourself before your parents return. 


Nell 


If things aren't hectic enough out in the 
fields, you’ll als j find dr ima at home. 
Domestic life cayib anything but jorim 
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2. WOOO SHEO 

Aff the wood that you chop irr the 
field and forest is automatically 
stacked in your wood shed 


nil 14I4LU.**. 


1. HOUSE 

This is where your day begins 
and ends You'll need to remodel 
ittwic^ before you get mamed 


Unlike role-playing gamers, Harvest Moon 
doesn't have an expansive region to explore 
Your travels arc limited to your backyard, the 
neighboring mountain and the only town for 
miles around While these destinations might 
not stem too exciting, you need to remember 
that you're a farmer, not an vagabond adven¬ 
turer Your extensive list of chores, hungry 
livestock and 
social obliga¬ 
tions keep you 
tied to your land 
What matters is 
that you spend 
some time get¬ 
ting to know the folks that live around you, so 
they can help you and, one day, you can be 
of service to Lhem. 


3. HORSE STABLE 

You II find a pony during the 
winter Your horse is smart 
enough to find food and shelter 

4. CATTLE SHEO 

Keep your herd of cattle inside 
the cattle shod on rainy days 
and throughout the winter 

5. SILO 

The silo is where your cut hay 
isstorad The silos maximum 
capacity is 999 hoy bales 

6. CHICKEN COOP 
The chicken coop can hold up 
to twe’vu chickens Keep your 
fathered fnends out of the ram. 

7. PRODUCE BIN 

Deposit all of your freshly 
picked vegetables inside this 
box for pick-up before 5 00 pm 

8. TOOL SHED 

All of your tools, seeds and 
ammol care products are 
stored ir, the tool shed 


9. PONOS 

Replenish your empty 
watering can at any of the 
six ponds on your property 

10, SECRET GAROEN 

Hew does your garden grow? 
The purple flowers growing in 
the Secret Garden indicate 
how many Power Acorns 
you ve found in the game There 
are ten Power Acoms hidden 
throughout the countryside 


11. SECRET WELL 

It takes a whole lot of shaking 
to rot! the big boulder off the 
top of the secret well 


There's always something going on in the town This is where most of the characters in 
the game live Nearly all of the festivals are celebrated here In fact, you might even 
meet your future wife here And even if you never find a girlfriend, you can always con¬ 
sole yourself by gorging on freshly baked cakes at the restaurant 


1. MAYOR’S HOUSE 4. PUBLIC MARKET 

The Mayor and his family live in Peddle your fresh produce 

the town s upper left comer or other wares on the public 

Introduce yourself to his daughter market tables every weekend 

2. CHURCH 5. FORTUNE TELLER 

A place of worship, the church is 9 Learn your destiny or seek 
also gathenng point for most edvice on 'ove and mnrnage 

people in the community inside the Fortune Teller s shop 

3. FLOWER SHOP 

Buy se^ds for your fields or a 
fragrant corsage for someone 
special at the flower shop 


A handful of rugged individuals scratch out a living on the 
mountain’s steep slopes If you know where to look, you 
can find food here year 'round 


6. INN 

The tumultuous inn stays open 
long after the rest of the town 
has turned out the lights 

7. RESTAURANT 

Buy i sweet testing cake from 
the restaur-ant You con eat it or 
g ve it away as a gift 

8. GENERAL STORE 
The general store has all tho 
faming tools you'll need to get 
the iob done right 

9. LIVESTOCK STORE 

Buy or sell your chickens or cows 
at the livestock stor* You'll also 
find animal supplies here 


1 CAVE 

If you can avoid the falling rocks, 
there are always herbs growing 
inside this dark cave 

2. CARPENTER'S HOUSE 
Consult the carpenter when 
you're ready to remodel and 
expand your house. 

3. FISHERMAN’S TENT 

Drop a line in the water and talk 
to the fishermen You never 
know what you II catch 


4. HOT SPRINGS 

Revive your weary bones in the 
hot springs Eve soaks in these 
steaming waters every Sunday 

5. GOLDEN POND 

It s rumored that if you drop an 
item in this pond, you II receive 
something bettor m return 

6. THE SUMMIT 

Everyone gathers on the sum¬ 
mit to watch the year s first 
sunrise on New Year's Day 













































































0m You II start out with a smell plot of lend suitable for a 
|PP garden, but you'll need to make more room if you intend 
to rake in the big bucks Use your axe to bust up the stumps 
and slam your hummer onto the big rocks If you re trying to 
conserve your stamina, drop the smaller rocks into a pond 
instead of pulverizing them with n hammer If you don t mind 
the extra trips to the mountain hot springs, you can work 

hard andclear your ertire property on your first night That 
l will only leave you with plucking pesky weeds, a task that 
f requires time, not valuable energy 


The clock keeps ticking while you re 
outside A game hour passes every 
fifteen seconds 


You start your day with 100 Fnergy points of stamina Each 
task you undertake consumes these points Strenuous tasks 
eat up more energy points than leisure activities Different 
tools drain Fnergy at varying rates, so it helps to plan your 
daily chores The game doesn't have a stamina gauge, but 
your character s behavior lets you know how much energy is 
remaining Your character s tarts to sweat when half your 
energy is gone and he'll let out a sigh when your strength is 


Use your hoe to till the soil and create your gardens 

and fields Seeds sown on unplowed earth will A 

not grow end crops won't flour- 

ish if water cant reach them •' L0 

Di-sign your garden according to ( 

which plants you want to grow 

r-nd how you w:'l iricnto them j 

Don t forget to leave a trail to 

your produce bin liking time to 

plan your garden can make the 

difference between thin pick- II 

ings and b bumper crop 


Jt takes six swings with a 
normal axe tm bust up a stump. 
Thi wood is autamntically 
placid m y jur woe . shed. 


to running a pros¬ 
perous firm is organizing your 
time Every fifteen seconds that you 
play counts as an hour ;n the game 
This means that you have roughly 
two minutes and 45 seconds before the 
sun sinks beneath the horizon The trick 
is to plan your day before you step out 
the door The clock stops anytime you 
enter a building, so don't feci pressed 
for time while tending animals or buy¬ 


ing items iri a store When your horse matures, you can save time by rid¬ 
ing him around the mr.ch or by loading your produce into his saddle bags 
And make the most of your bachelorhood-nobody rs there to complain 
when you work 'ate into the night 


Use the wo ? f i m the v lod 
shed t» build fences irour i 
your garden. This kseps wild 
animals out of your cr ips. 


C jrn an tomato plants yield 
mare than one harvest during 
the summer if you ktt 
watering them tvtry i jy 


Plant your seeds in a pattern 
that allows y ju u reach an 
water every square that has 
a plant 


RADISHES 

Rsdishts grow faster than any other 
vegetable in your garden This plent will 
be the first up m the early spring 

POTATOES 

Potatops grow slower than radishes, but 
customers pay more money for them 
Plant your potatoes m early spring 

TOMATOES 

Tomatoes yield more vegetables than 
any other crop in your garden, but you'll 
need to water them every sunny day 

CORN 

Com takes the longest time to grow 
but is your best cash crop Plant as 
many rows of corn as you can afford 


You have 100 points of energy to expend every 
dBy To increase your energy, find and eat any¬ 
thing except the poison mushroom You should 
elso try soaking in the mountain hot spnngs 


After you ve cleared your land and plowed the fields, 
you II need to plant your crops Vegetable, and grass 
seeds will only grow in tilled soil Radishes and pota¬ 
toes are best in the spring while tomatoes and com sprout in the- 
summer The flower shop just sells the seeds that are in season, but you 
can keep an extra supply in your tool shed The trick to maximizing your 
profits is to plant on tne first day of the season and water your crops on 

the sunnydays 
You re only paid for 
the crops you place 
in the produce bin 
bf fore the shipper 
arrives, so don t 
harvest anything 
after 5 00 pm 


down to 25 percent Ke I! fall down 
just before your energy level is 
depleted, and completp'y collapse 
if you try to work after his energy 
is gone Luckily, you can revive your 
stamina by eating the foods on thF 
chart on the right, or by repeatedly 
soaking in the mountain hot spnngs 


| HEAltNG irms 

10 RTS 

WILD Git AR15 

10 RTS 

SOUTHERN FRUITS 

10 RTS 

MUSHROOM 

-10 RTS 

POISON MUSHROOM 

SO PTS 

MOON FLOWER 

10 RTS 

HERB 

50 PTS 

CAKE 

10 RTS 

FISH 




































































PRfCE l 1ST FOR SELWG FTEMS 


60G RADISH - , 

BOG POTATO 

1006 t <>mato 
- 120G CORN 

Mmmi 2000 FISH 

150(3 WILD CRAPES 

2 isog southern fruits 
150G MUSHROOM 
20QG POISON MUSHROOM 
500G CHICKEN 
Sfi 000/8,0006/10,0000 COW 

50G EGG 
U0G(S}/250G(M)/350O(L) MILK 

600G MOON FLOWER 
200G HERB 


Crowing crops can earn you money 
two seasons out of the year, but live¬ 
stock will provide you with ^ regular 
source of revenue The trade-off is that 
you must tend your livestock eve'y day 
or they'll stop laying eggs and produc 
mg milk While animals are more hbor 
intensive than growing produce, the 
profit is worth the hard work 


HAY, HAY, M 


Cut grass can bs used as feed for your chickens 
and cattle Grass seed is the most expensive 
item sold at the flower shop, but once you phnt 
it, the grass will grow until the game ends Grass 
can be harvested in any season except winter, 
and you never have to watent Like other 
people in town the merchant at the 

livestock store 
knows how 
much hey you 
have growing on 
your spread and 
he II limit your 
stock purchases 
to how much he 
thinks you can 
feed your ani¬ 
mus Just like when chop wood, ell hay that you 
reap is automatically transported and stored in 
your silo Your 
silo can hold 999 
bales of hay, and 
It s important to 
have the silo 
near capacity 
before winter 
arrives 


WmMbi 


>■> 


Z' 


€ 




If you plan to raise livestock, 
fail'll nave to grow plenty of hay. 
Cutting the jnss replenishes 
your si* ‘s feed sup ply: 


Buy your cows and chickens at Y u’ll need te feed, irush air talk 
the livestock store. Tha merchant to your new t w each morninf 
w m't sail you an nimal until yau fur 21 cons^utive days af >r« 
grow enough food to feed it she starts to induce milk. 


You just need a solitary chicken to 
begin building your poultry empire 
\bur chickens will lay eggs every day 
as long as you feed and protect them 
from rain and dogs You can rais*- 
chicks by leaving an egg in the nest 
near the door Up to twelve chickens can roost in the coop at one 
time, but the birds will rapidly drain your feed supply Try selling e 
few back to the livestock store. 


There s nothing quite as productive or profitable as e content¬ 
ed cow The amount of milk your cows produce depends on 
how well you treat them ideally, you should be brushing and 
talking to every cow each day If you do this for an extended 
period of time, your milk production soars The volume of milk 
your cow produces increases as she gets used to you Talking 

to your cow not only 
makes her feel happy, 
but provides you with a 

status report on her health. If this sounds time consuming don t 
worry Time stops whenever you re inside the cattle shed or the 
chicken coop So spend time with your bo vines A cattle shed 
packed with a dozen contented cows will produce more money 
than any other part of your farm And if you keep at it, you II 
maintain that high profit level until your father comes home 


Deliver your crops to the shipping bin as soon as the vegetables 
are ready to pick Your finicky customers will only buy fresh pro¬ 
duce Anything that looks a day old will be ignored You can't sell 
a vegetable that is picked after the shipper arrives, so plan your 
work according to the shipper s schedule You should try to pick as many 

crops as you can during the daylight 
hours if you still have other chores to 
do, chop your wood and water your 
fields under the evening skies 


If yau're hard-p: ^ssed for cash, s u can 
pick herbs in tht mountain cave durin^, the 
winter. Get to work ^arly, run list and 
you'll make thrai trips to the cave In a day. 















































































Do you want to be a bachelor 
during your two and a half years 
of farming life, or would you like 
to find your soul mate? Balancing 
a social life while working on the 
farm isn't easy but it can add an 
interesting, if not rewarding, twist 
to the end of your game There 
are five eligible women in town, 
and it s highly recommended that you meet and talk to all of them before 
dumping your hard-earned cash on cake, flowers and perfume Each 
woman has different tastes, so carefully listen before you start buying her 
gifts or making casual conversation If you want to find out how you're 
doing, you could sneak a peek at her diary, but you'll lose a portion of 


your stamina 




Each eligible female has different skills and aspira¬ 
tions. Consider this as you seek a potential bride-to- 
be Once you tie the knot, you’ll work as a team 


I WIARIT. Maria is th« Mayor's daughter Sha 

^ prefers sp mdinq bar time at her. larents 1 Imus* 

or playing the ir§*n inside1ht church. 

i\ NINA Nina loves flowers and works it tbs 
!J flower shv If you do give har , flvwer, buy it from 
the store. She aeisn't like pteple picking flowers. 

* iNNE Anne is mechanically inctfn id and likes tin** 
kerir., with the hardware down at the general si ire. 
She would love to invent somethin , s jmeday 

E.tIN Erin's father yvnslhe livestock store. 

Erin has a sti mg affinity f r all inimals. She'll 
give yo«* * ' g '*»-ng your first year 

EVE Eve works every eveeiag except Sundays 
at the me Her energy reviving herry juice is 
rumored to he the host around for three counties 







Whan you're ready t« pop the big 
question, give your true Jove a 
“!ue Feather. The Blue Feather is 
sold m the fu lie Market 


_—SOCI AL CALLS 

Once you figure out where 
your girlfriend spends her 
day, it's b good idea to visit 
her often and bring her 
gifts Casual conversation is 
nice, but presents are bet¬ 
ter Depending on where you 
meet your sweetheart, 
vdu II need to bal ance your 
farm work between yojr 

social calls As you continue visiting, you Jl notice a change in 
her demeanor Your dialogue might even dnp with romance 

When you re ready to pop the 
question, give her a Blue Feather 




Before you can get marned, you II have hire the local carpen¬ 
ter to remodel and expand your house This is a two step 
process The first model, the Super Log House, requires 253 
wood and 5000 gold The largest model, the Sup^r Deluxe 
L og House, costs a whopping 500 wood and 10,000 gold. As 
an added bonus, if you purchase your Super Loq Home 
before the end of the fiist summer, your friendly local cer- 
penter will throw in a handy wnstwatch free of charge 



The Fortune Teller might tell everyone that she s m the bjst 
ness of predicting your future, but her real forte is giving 
advice on relationships andiomrmce An enormous book 
about love and companionship is splayed across her dark 
table You can browse the pages of this valuable tome when¬ 
ever the shop is open, and it won't cost you a penny The book 
includes step by-step suggestions on how to transform a 
relationship from a friendship to a successful marriage 




Depending on your agenda, getting married is 
only the beginning of your quest for finding a 
happy ending You can try to raise a family If 
you pi an on ha vmg kids, you 11 have to h e very 
nice to your wife and treat her w:th decency 
and respect Always arnve home before she 
falls asleep, spend time talking with her .and 
try to bring her a present or two every day 
Exercise common seise in social situations 
around town. Stop giving other women gifts 
and never danco with another partner at Ixal 
festivals Vbur wife is smart enough to figure 
out what you re doing with your dey, and you 
don t want her to embarrass you in front of oil 

the townspeople Besides, if you insist on 
fe ng a jerk, she II dump you 


'ccesft'r 


\>J‘ , . i' 


MARRIAGE 




You won't be working any more 
ovemng hours after you're 
marned If you arrive homo late 
too many times, you II suffer 
the consequences and end up 
in the domestic dog house 

The gome music always stops _ 

exactly at 8 00 pm Make a point of getting back^-i 
inside the house before the melody ends If you ■ 
do arrive late, make it up to your wife the next ^ 
day with several super nice gifts 


thn-i 
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SPRING 




FALL 


FALL 


WINTER 


WINTER 
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The Star Festival is a romantic 
opportunity to share a moment 
with somaoae special. Talh to 
the person you wmt to be with 
the day before the holiday, then 
meet them at the prearranged 
piece at the designated hour. 


NEW YEAR 


Everyone from town meets on 
the summit ot the mountain to 
watch the first sunrise of the 
New Year. Talk to all ot the par- 
tlcipoats and learn about their 
plans and resolutions lor the 
coming year. 


SOMETHING F ISH3t_ 

The local fisherman always have n whopper 
of a fish tele about the one that got away, 
but supposedly there's a magical and myste¬ 
rious spirit living beneath the Mountain 
Lake s murky surface Nobody really knows 
what makes the spmt appeal, but some folks 
think that the s pint is the guardian of e!l 
freshwater fish Perhaps this explains why 
haidly anyona avei catches anything there 


ANNVAL FESTIVALS 


The inhabitants of Harvest Moon have different holi¬ 
days than the rest of us in the real world, but the pur¬ 
pose behind alf of the celebrations-an opportunity for 
fellowship and social interaction-remains the same. 
Outlined below is a description of all the holidays held 
throughout the year. 


FLOWER FESTIVAL 


The Flower Festive I is the only 
holiday that tehes piece while 
crops ere growing in the field 
This is a dance celebration. Talh 
to each of the woimo in the 
town square before you ask oaa 
of diem to dance. 


The Harvest Festival is a cele¬ 
bration of the prosperous year. 
Everyote is reqaired to bring a 
food item to the Festival If yt>« 
caa't find anything, pick e mush' 
room in the forest and toke it 
with you to the town square. 


THE EGG HUNT 


The annuel Egg Hunt is e rowdy 
contest The objoct of the festi- 
vel ia to search the town and 

I tied a hiddea egg identical to the 
one held up by the Master of 
Ceremonies If you find enoegh 
eggs, you'll win e Power Acorn. 


THANKSGIVING 


The hardest working farmers ere 
rewarded for their efforts with 
cakes oe Thanksgiving If you've 
maintained a steady friendship 
with the women m the town, it’s 
likely thet e few of them wifi 
bake e coke for yoe. 


If an aarthquike ever struck, it 
might clear the big boulders block¬ 
ing the ppth to the Golden Pond 
Thei es an old local fable about this 
magical pool Supposedly if you 
thi ow s omething into the water, a 
fairy will appear and nsk you a 
question According to the legend, 
rf you tell tha truth, the fan y will 
reword you for your honesty 


Heres n wild one tor you There s this old 
guy wnndenng around trying to trade 
these magical beans for a cow Who would 
ever trade a cow foi a handful of beans? 
What would then wife think if they did 
such a thing 7 Itdoesn t seom very realis 
tic In fact, it sounds like a fairy tale 


Farm and town fo.k are busy people, 
but they 1 1 e always willing to take time 
out for a good yam Listed below are 
some of the best tail tales ever told 
around the Harvest Moon cracker bar¬ 
rel Of course, you might try to argue 
that one of these strange happenings 
actually happened to you, but you know everyone will figure that 
you've spent one too many hours working jn the hot sun 


It’s rumored that on a still night you can hear tiny voices in the 
ground. Even your father once said he heard noises beneath 
the tool shed. Nobody is sui e if dwarves rea'ly exist, but if 
you encountei one, be veiy polite Dwai ves have magical pow- 
ei s and can bestow wondeiul gifts If a dwarf asks you for a 
favor, even if it seems unusual, co out of youi way to help him Anyone* 
who ever helped a dwarf was grandly compensated for their troubles 











































mur.Af 'you give' him somc- 
irfg to eat; he'll let you stay 



EarthBound has been called everything from offbeat to quirky to just plain 
strange, bid a growing number qf epic adventurers are beginning to take a 
second look at this fun and funny game, and therefore, so are we. If you'd like 
to sink your thumbs into a different kind of epic, you ’d do very well to give 
EarthBound a try! 


I 


MODERN 

MARVEL 


I 


! 


While EarthBound may seem 
like a typical RPG at first, it 
soon surprises and delights 
with its modem setting and 
whimsical humor The game 
was sold with a Kintends 
Power Player's Guide, bfat it 



to enter 


abl^to enter it un 
im with Ness late/) 


) 

ft 


i/< 


you 


has still generated a‘ 4 steady * you reach a J#ncil-shapcd* 
stream of . questions .We'll statue Entef the nbarby cave 
answer a few of those TAQs f (the. -Crick Road Maze), and 
this mpnth and, introduce work^ou/way to the exit 


some tents along the lake 
Spend the night in the far left 
tent When dawn breaks, 
walk down to the smajrpatch y | Monkey wiif meet up with a 
of dirt by the wHer. When ! female of t^speetes, and 
you talk to the rropkey, and^ ; unless he^on a/leash, he'll 
he II caff the legendary lake' ' leave you to pursue the mon 
beast,Jessie, to give -you a I key maiden of his dreams 
?/k> the southern short for you, 4iead south .(beyond 

Stonehenge) and'jump Jnto 
. the hole-'To enter Dr 

• A v' 

: Andonuts' laboratory Talk to 
the good doc (who turns OUT 


Read a bus stop sign to make a 
bus come along 

the night at his house In the 
morning, continue walking 
east to find the road again 
Take the next bus to Fourside 
While you're in the big 
city, you should take m some 
of the local sights and enter 
tainment, including the show 


ride/To the southern shore 
0nce there, walk south unttf 


i 



. ^ r , . , : .. | to be Jeff's father), then walk 

rew moro'or you tofthe pecif^ t When you emerge, taffe to { over to the Sky Runner vehi- 

liar pleasures that EarthBound ! the waiting Dungeon Man, 

-offers^. S y/ } ■ then- go south and enter the 

Monkey love CdVe , you rca ^ 

f ^ the rope, stand below it and 

Some ofjfou hive wondered < use the Bubble Gum The 

what to do.-orice you r ve . monkey will float up and 


obtained the Cad Key 
Machine from Maxwell First, 
grab alJ the items you can in 
the Snow Wood Boarding 
School locker room, then exit 
the school and walk to the 
gate Talk to Tony to make 
him kneel down, then use 
him as a step to get over the 
gate Go io the right and enter 
the shop Pay the girl a dollar 
for the Pak of Bubble Gum 
Now talk to the small monkey 
to get him to join you 


throw the rope down to you 



Once outside, the Bubble f at the Topolla Theater It 

sterns the Runaway hive, the 
gr$up you bailed out of defat 
ack in Twoson, is now in 
i even worse straights Talk to 
: the theater owner to learn 
about the Fab Five's debt, 
then hop the next bus back 
toward Twoson, but get off m 
the desert again If you're 
lucky, you might be able to 
| obtain something at the- Gold 
Mine to help out the Fab hive. 
Ta'k to Gerardo to find out 
. about the monstrous moles 
i (called the Guardian Diggers) 

. that are terrorizing the rwh- 
ers The Guardian ^Diggers 
! can be fought in dny order, 
but here's our recommended 
course' From the entrance^^go 
ah the way up to a ladder 
* Clntib down^the ladder'fCnd 
go left Gp tip through the first 
opening and,- fight the' -firs 
|-Guardirya Digger * 

>\fter you defeat him ftPSJ 


cle. This human made flying 
saucer will take you to Ness 
and Pauia in Threed The 
three of you will now unite 
into a single group 

The Gold Mine 


Com* tack later with Ness to , > 
pnter the 4th Sanctuary Location 

Now climb up and exit the 
cave (Note^ The 4th 
Sanctu^ Locatib;*, seen os a f 



Leave the shop and work flashing sjar, pear'the 
your way south until you find A * Pond Caye exit, Yod won't be 

mmo pomr y 


After you find the 3rd 
Sanctuary Location, the next 

thing you'll need to do is,,go 

* 

to the city of Fourside, by way 
of the Dusty Dunes De^fert 
First, go rail the w£y back 

to Threed Talk.to everyone, ,.__ .. „ 

• then lookattne bus stop sign>’flash is pnrticula/iy effective); 
: in frontjof the Jlotel (face-the clirrib up'the ladder on the 

sign and press the J^Buttop) : toft Fottow the path down 
WhfiT'the bus.apixars/talk to . antfto the right to an intersec- 
, the driver and climb aboard. : non.. Take the path going 
. You'll be forced to geVoui ind ; down and follow it down, left 
.'■walk when the bus-gets stuck ! and up to an intersection. 
m\a traffic jam Explore the Keep going up until you find 



V 


, * 




















a ladder Climb down the lad 
dcr and go to the left, up and 
to the right to the next 
Guardian Digger 

After you defeat it, get 
back onto the path and go up 
and to the left until you find a 
ladder Climb up the ladder 
and follow the path all the 
way down and to the left to 
the next Guardian Digger 
Defeat him, then go back to 
the right and up Take the first 
path on the right and then the 
first path going down Follow 
it to its end and the next 
Guardian Digger 

After you defeat him, fol 


mirror-image of Fourside- Your 
mission is to find and destroy 
Carpamter's Mam Mam 
Statue You'll need to speak to 
Moonside's citizens to warp 
around the city 

After you pop in, ’eave the 
cafe and head to the northeast 
part of town to the Hotel and 
the Hospital Talk to the man 
in yel ow in front of the 


T. Rama’s Cave J 

After your kittle with the 
Mam Mani Statue, yoi 
should take some time to 


\ door Give a Pizza to the 
monkey on the Jeft 

Go up through his door 
l and open the chest to get a 

Protein Drink Go back 

&. 


Hospttal to be warped to the JC ..relax and meditator and who' 1 ' f through <jhe door on the right 


Monotoli Building Talk to^fce * better to leam from 
: fellow who looksJifcg a pm|e j guru, Talah Ram; 

to learn about the man with . visrf^ his cave' i.. 

one eyebrow land a gold ^ Dune^'Desert, stop byytf' 
tooth- Now $6 northeast,-abd * Qrtfgstore/fhe gdru isguard- 
j ^alk to tinman in front offh£ f**ed by a troop <of monkeys, 
low the path all the way nghl j Hospital again to be vyafped r and you f lI need to trade with 
and all the way up tr^the last .yto another spot najhScity s : t^ciTuso they'JL allow you to 
Guardian Digger 6nce he's ** When y^'-€ppear/ t^k to J)tss through the maze. Buy a 

r the map^tandmg/ext Skip Sandwich, a Picnic 

tp^t^warped to a ncw^oc : 'lunch, and a Pencil Eraser 


and use the Protein Drink on 
the monkey on the nght Go 
up though his door and open 
chest to get a Hamburger 
Go through the door on 
the left and use the Ru!er on 
the monkey on the left Go 
through his door and get the 
King Banana Go back to the 


lltfou can't take ihi Diamond 
/with you at firsjyvisit the Gold 
' Mine Office 

;"k ^ W r * 

out of comrriission, exit the 
mine and talk to Gerardo to 
receive the Diamond If your 
pack is full, you won’t be able 
to accept it Rest assured, 
though, that the miners won't 
forget what you've done If 
you come back later, just visit 
the Gold Mine Office to the 
left of the mine entrance to 
cSl.lect your reward Now 
hoof it back to Fourside and 
give jhe Diamond to the the- 
a£C r r owner to pay off the* 
. Kunaway Five's debt 

Moonside Mambo 


i^tion Now talk to'the man 
belqAv you. to be warped 
5 again .I/k to the Thin in black 
^bove yo.U-to be warped yet 
3 ' agaip- You‘11 appear m a small 
room 

! Talk to the man you can 
[ see clearly, then talk to the 
* shadowy person that is walk¬ 
ing around Talk to the other * 
; man again to warp out. 

♦ 

You'll appear in another * 
room If you leave, the mvisi 


1 


The rest of the items can be 
found in Talah Rama's cave 
Enter the cave and go 
through the door on the left. 
Give the Skip Sandwich to 
the monkey on the right 
When he moves aside, go up 
through his door 

Open the chest to get a 
Wet Towel Go back through 
the doo'* on the right and give 
the Picnic Lunch to the mon- 


Gur step-by-step guide will save 
you a lot of trial and e r ror 

S'' 

previous room ^ and 
through the far nght door 


go 


to get a Pizza 


Go through the tort door 


- | (You^kjust RaytjKtp trust 


Mani Mani has about 95ft HP You 
should be at Level 36. an^PSI 
Special will beftulpful m battfe. 

y 1 

ble»j 


man wi 




viIf follow** you J 
KaygJfto trust^o ^ 


Once you're back 
Fourside, you may want to 
stop by Jackie's Cafe for a . }M a pi 
snack and another adven 
turel If you explore the back 


Go through ithe next dooj; 
on/the right and th^rr up 
key on the left Go through ,j./tfirough the door on the left,: 
his door and open the chest • po past the empty chpstand 

througj^ifie door on the J^ft , 
re l«rt ooor - Give the King Banana to the 
Give theJA/dt To\>4l to the ^Vionkey on tht/fight <fnd go 
monkey on Jfre Tight Go ; tpTfirough his ’door / y 
through hi/door and opemjS^ Of fen 'the* Chests for'a 
: the chtsts to^get a Hamburger f hamburger'* and a Picnic 
andlRuJer • \ Lu ^^'Co Igft through the 

p</back tjordugl^th^cloor \^6or Now get rid of the 
f^Ori the righf^Give the Pizza to*- Pencil-Shaped Statue and go 
th^nlbnkey on thejeft and go --through the door 

? Taik to Talah Rama and 
open the chests to get the 
Yogurt Dispenser Talk to the 


wall of the cafe, you'll be 
transported to the other 


imensiona 


Of 


_ __ ___ , trough l^s door>'Open the 

v fouTHiist tfaygPToltrust jj/) chest for a^Pfzza Go ^ack 
Walkfout oflhe Hotel ind gcT {firough-tbe d opt on the right 
south to the rpdif who/ooks\; In the next room, go through 

Talk to 'fnm to / the door on the far right, 
make hffh move out y6f the 3 Now go through the next 
wayvNow walksoutKand talk f door on the right Go up 
to. we man in front of the 7 through the door on the right 
Monotoli Building Now it's ; (the one guarded by a mon 
time to battle the malevolent key, not the cave exit) In the 


Moonside, a dark and deadly Mani Mam Statue! 


next room, go through the left 


monkey and then leave the 
cave to learn PSI Teleport 
Now take the Yogurt 
Dispenser to the maid 
(Flectra) In Fourside In 
return, she'll direct you to the 
Monotoli Building, where 
Paula is being held captive 
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THE LEGEND OF 


f LINK'S A 1 

An Epic 
Dream' 


™ & © 1993 Nintendo 


Since its debut in 1993, The Legend of Zelda* 
Link's Awakening has constantly been voted 
favorite Game Boy game by readers and pros 
alike It still sits atop the Power Charts, holding 
its throne for an unprecedented three years. 
Now, Nintendo's rereleasmg Link's Awakening, 
the fourth epic in the Zelda senes In this adven- 
“ ture, Link must^^ 

^ wake the Wind 'l 

Fish, 
beast 

^ -y. imprisoned him in 

ihtr 

.. mise continues to 

^ captivate gamers, 

_ _ _ j and Link's enduring 

_ _ _ popularity is reason 


rlv- n 

witfl Sup* i Game Boy, link 
takes on new life Now, the quest 
Wm, can undertaken in living color and 
on a TV screen large enough to do its epic pro¬ 
portions justice If you haven't invested in a 
Super Came Boy yet, you may have just found 
your reason The Player's Choice MSRP of 
$19 95 for this pak makes the decision even 
easier Reawaken Link on Super Game Boy, and 
you'll find miles ot epic play ahead 


Bow 


Use your explo¬ 
sives to bring 
down walls, 
rocks, or enemies 


Bombs, as well 
as Arrows, may 
be used as pro¬ 
jectiles for your 
archery attack 


Ignite enemies 
andmo’tice with 
this supernatural 
flame thrower 


Link becomes quite a pack rat during his 
quest, amassing a motley inventory Each 
item, though, has unique importance, 
and seemingly useless items may be nec¬ 
essary for the long chain of trading need¬ 
ed to acquire the powerful Boomerang 


Hook ( 
Shot 

This traversing tool 
can also be used to 
retrieve faraway 
objects 


Magic 

Powder 

A sprinkle will 
light lamps, or V 
harm certain N 
enemies 


Ocarin 

Learn ta play its 
three songs 
Each has its own 
unique power 
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Sword 

Cl' rcliab’e Even 
mightier when 
used in the 
Swirling Blade 
Attack 

Yoshi 

Doll 

Trading is impor¬ 
tant on th s isle, 
and this Trendy 
Garre item is 
quite prized 


Shovel j 

Buy this at the Store 
and unearth the 
many buried trea¬ 
sures hidden on 
Koholmt 


Feather 

With this, Lmk will 
leap over danger 
and feel as light as 
a feather 


Boots 

Slip these on to 
charge enemies 
with the speed 
of Mercury 


Shield 


Mush¬ 

room 

Take the Mushroom 
to the Witch so she 
can mix you a batch 
of Magic Powder. 


rower 

Bracelet 

When worn, it 
gives Link the 

K ower to lift 
eavy objects 


The Shield may 
help to soften the 
blows dealt by 
some enemies 


Drum 

Arelentless rhythm dT 1 
firo power will defeat 
Hot Head, guardian of the 
Theiider Drum. Beat him, 


arrival ats Koholint 
Island seems to be no mis- 
take. Nightmarish monsters 
threaten the dreamlike paradise, 
and Link is seen as Koho lint's savior. 
He discovers he is trapped inside the 
of the sleeping Wind Fish, and 
Jl- - A i| freeing himself is to 
hiystical creature. Music, 
afk. vers, will be the Win t ] 


instrumen 


When you win the seventh 
instrument, the Organ of 
Evening Calm, you're two 
psa. 4 , from? <l ruifl 


Triangl e 

Hidden in the Face 5' nue i 

r • • r «•» 

will he intheendo 


M'iw awaits 
jatuntly wait- 
who 





























The adventure begins when Link is shipwrecked on the 
beaches of Koholint Island Link Is found by «i woman 
named Mann, who takes the castaway home to her father, 
Tana Unsure if he's awake or dreaming. Link soon learns 
his destiny He must wake the sleeping Wind Fish, whose 
dream of Koholint may be taking on a !ife of its own 
Embarking on a treacherous pilgrimage Link must search 
for reality m the confusing dreamworld of Kobo' nt 


Mari-in 


This town is the home of many of Link's essentials Some you'll find at the Store and others 
you'll find from the townspeople It's been said that knowledge is power, and the Library will 
reveal one of Link's most powerful moves—the Whirling Blade Attack Study this and the 
other wise advice found in the Library before exploring further 


[I Trendy Game 

Thetradingprocass _ —. 

begins WinaYoshiDoll . 

for tha Quadruplets' @ 

mother and gut a 

Ribbon for Midam 

Me o wM uo w's d og in <? 

return Thai trade 

the Ribbon for a can Vl y 

of Dog Fcod j 


3 Hero’s Shield 

When you awake, 

Tann will give you 

Shield For now, | 

it's your only 
defense, so use 
it to push any ! 

opposition out of j 




Summary 


Getyour Shield, visit with th* 
townspeople, an ’ study the 
hooks in the library. Next 
retrieve yoarS word from 
Tot e o Shores and afeat the 
teach cre^turrs to enm 
..tup *es. Spend those at the 
Trendy Genie for * Yoshi Doll 
Clear a path to the wall iirth 
west Dr up Into t|r 3 wall £ t 
a 1 iecsof Heart T en* cast 
of Thrill's house an i clear th* 
square pitch of tiwlus to 





hIf 'm 

9 1 
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This is where Link was washed ashore, and his Sword 
wasn't far behind Retrieve it, and you’ll meet your 
guide, the Owl You'll also want to meet the Alligator in 
% the beach house, for he has an important item to 
trade you 


Once you encounter the Raccoon, you'll experw 
encc deja vu as every stride north leads you back 
to where you started To cure your loopiness, sprin¬ 
kle Magic Powder on the Raccoon 

[1 Magic Powder » ^ ■ —- 1 - 

Find the Toadstool by entering the 

tunnel southeast of the Raccoon j©@@ 

You'II find the Mushroom growing nRnr I©© cj"- 

the exit Have the Witch concoct the i® l . ^ . 

Magic Powder, then sprinkle? pinch I® f=J^ ^ 

on the Raccoon to break the confu- _ 

sion spell — & 


W. Toron bo Shores 


Summary 

Btrieve yow SjawiH ar . m«t th« Owl 
Ho'll ttll you tilt tart* «f tiw Wind Rsb 
and be \ jur cctsioml |oirf«. 
you'll nod son* key items, so hetnF 
to tbn dligstor's house and tr e 
your Dog F «d for ^ananas 


I S* «/«■' fA’i 


Mysterious Forest 


Summary 

Find the Toadstool and riehvar it 
to the Witch in the tree. When you use 
Powder on the toccoan, you'll discover 
it was ectuatiy a spellbound Tariit. With 
the spell broken, head north to open 
the chest end claim the Ted Key. La t6r, 
when you have earned the Powe r 
Bracelet, return to lift up the stone 
west nf the Faerie Springs. Underneath 
is the leir of the Mari Batter, who can 
increase yoor capacity ta hold Magic 
Powder, Bombs, or Arrows. To v • ^ 
summon him, sprinkle tha £ 

Powder into his well 


Use the Sword to jush tha Helmut 
Beetles into tha abyss to earn a Small 
Key. mb the cracke wall t* gain 
entry into the adjoining room Ins ie, 

\ iu (l find a Secret Shell. In the rc m 
with the Spark, push the leftmost 
hi jck to tho right to complete the i,»at- 
tirnei block arrangement The do jr 
will epen, and if you press on, you'll 
find Roc's Feather. Now yao 

■« tan jump the pits that once 
prevented you frem finding 
the Nightmare Key. End it 
jl fer the Nightmare Moldorm 
¥ by attackin its tail. With 
B; victory, you'll receive the . 

3 m:#. I 


in dealing with these cards, so rf you re having trou¬ 
ble, the joker's way out is to usf th? Start Button to 
pause the enrds until you sue the suit you need 


Welcome to Level One, located between Mabc 
Village and Toronbo Shores Before entering, a 

3 w:sc traveler should have a supply of Bombs 
However, the Shopkeeper will not stock 
Bombs until you have purchased his Shovel 
Then, confidently enter the Tail Cavi and battle for 
Roc's Feather and the Cello 


[3 Watch your step 

The dark areas on the floor indicate weak spots If 
you step on them, you H crash through Walk care¬ 
fully or run swiftly to keep a step 
ahead from losing ground. 


Threeof-a-Kind 

Thesefoes bonst an over-shuffling display showing 
9 heart, diamond, spade or club on their chests Take 
a gamble end s winq your Sword at one to freeze it 
Then freeze the others on matching suits to defeat 
the trio If you stop nil three while they're displaying 
hearts, Link will be rewarded with a three-Heart 
jackpot to restore his health. But timing's everything 











































































Although this vast region seems barren, it's 
actually an area of great resources Here 
you'll find Crazy Tracy and the Witch, who 
both supply Link with helpful magic 
Zombies also inhabit this land, and it 
wfil pay off for you if you fight them With 
every Zombie that meets its demise, a 
Rupee will appear 


IJ Secret Passage 

Try pushing back the ■■ ^ 

tombstones Bencethonc 
is a secret passage that A&p 

eventually leads to 5g§] 

another Secret Shell 
When you e m erge from Jrg\ 

the pas s ag e, go west and 
chop down the bush Dig _ 


up its spot, and you'll 
■have anothHr Shell 


Back in Mabt Village you'll hear that Madame 
MeowMtow's watchdog, BowWow, has been stolen by 
the Moblms Infiltrate the cave just east of the Swamp to 
confront the riognappers If you rescue BowWow, you'll 
have a loyal companion with an appetite for your foes 


y Save BowWow 

The head Moblin wil charge at you, 
but a quick side-step will dash his 
plans end hnvp him crashing into the 
wail Tuke advantage of his subse¬ 
quent dizzy spell and defeat him Like 
a good dog, BowWow waits in the 
next room 


Level Two pits you against a trickier pack of obsta 
cles and villains, including the Genie, Cyclops, 
and Mimics But with heroic skills, you'll earn the 
Power Bracelet and the Conch Horn 


LI Going Down? 

In this side-scrolling passage, you must 
weigh down the sour passed platform to 
drop down to reach the ladder Using the 
Power Bracelet, lug the giant pot onto the 
pfatform^anddown you go 


LI The Genie 

When the Genie retreats to his 
protective bottle, destroy thp 
safe havnn by heeving it into the 
wall with your Fewer Bracelet 
With bottle broken, ths Genie 
will he no match ^or 
your swerd 


Si, Koholint Prairie, Tabahl Wasteland, Cemetery 


summary 

: £<it more /ow Jar from tin Witch, 
tl en find tfie Piece of Heart ant* 

Secret Shell. Revisit this impirtant 
area when you ft-Wt the bracelet tt 
ir. ive the stmes locking the entrance 
to Crazy Tncys. F ir Zz .tuples, she'll 
provide you with a Heart-replenishing 
me Jieintf that gives you more stayuu 
Jiovtar Yin'll also need t visit the 
grave north of toll jrt you found tilt 
SicntSUILAghositwill 

■ 3 «fco h hunting you s ion, and 
t this is where he will 
[ j finally be lai. to rest 


Area Summary 

Enters Me bin's cave to the east of the Sw_ m*i and north jf Cf jzy 
Tracy's. Defeat the M Mm, then take BnwW w hr a w ilk-hi'll eat 
enznics and sniff out the loc itions of Secret Shells. Shell out 20 of em 
at the Seashell Mansion to upgrade your Sword to L jvel Two. Until ther 
take BowWow to the mouth of the cave m Go^onga Swimp. 

BowWow, who a"so eats swamp fliwer*, will eat ^our w^yinto 
Level Two. the 9 *ttie Grotto. 


The Bottle Grotto 


I Fine three of the five SimP Keys 
tucked iwayin chests The fourth Key is 
earned jy defeating two Stalfos skele¬ 
tons. For the fifth, your Swirling 
Blade At! lek to beat the Mimics whil 
their backs arc turne . Eem the Power 
Bracelet by iefcnting the Boo buddies 
^ wt in you spook them with lighted 
imps. For the Nightnt )r tK iy, defeat 
,4 th.r jbif-lika . oisV ice first,tfun 
the Bat, uni the Stalfos last. Throw 
1 4 a pot it tf ^ ols Voice to leaf it 
,M Whon ) u defeat the Genu ■ 

i yout ji id tfu C inch to M 

. y* w 1 *Pertoire 
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After returning loyal BowWow to his home, guide 
Link to Ukuku Prairie, Mabe Village's neighbor to 
the east It's just a stone's lift away, and fortu- 
^ nately you can pump up your lifting strength 
with your Power Bracelet 

[ I Entering the Maze 

Return to the Signpost Maze when you've 

found the Boots Paired with Rocs Feather. 

the Boots will give you enough boost to long- ^ 

jump ever a threesome of deadly pits Read 

the first sign after landing and follow its t 

directions Its winding path will lead you to 

Mamu the frog He'll teach you the Frog Song A 

of Soul, which adds life to almost anything. 

‘^eluding the bones of a Roostnr 


The ousted Richard iongs for the Golden Leaves left 
behind in his former Castle The drawbridge is up, 
though, so ask Kiki the monkey to build you a bndge 

11 Five Leaves ri j[¥ 

Some Leaves are hidden and I .H F 

some am won in battle The r feTf 

Blackbird outside the Castle II . L 

fields the most clus v^ Leaf EHjJjHKgHKjB 

Th r ow a roc k at it for ycu“ MSSBBSSESSmKKt 

fighting chance 


[I KaboomI 


To reach the Nightmare Key, bomb through 
the south wall A keen adventurer will notice 
that oftentimes the floor tiles will be 

a arranged in a pat¬ 
tern to point out 
the weak spots ip 
the walls The 


Link always knows how to make an entrance 1 To 
get past the main entry of the Key Cavern, throw a 
pot at the dosed door to force it open You'll also 
want to enter with an arsenal of Bombs, for they'll 
prove very handy in Level Three 


Next door to the Quadruplets' home in Mabe 
Village is the Dream Shrine Remove the stones 
blocking tho door to find a bed inside hop in, but 
keep your Boots on—you II need them to get the 
Ocarina Speedily charge the Mimics who guard 
it Then take the Qcanra to Marin and have her 
teach you to play her song on it 


Koholint Island isn't all nightmares Animal 
Village seems to be straight out of an enchanting 
dream "Tie friendly animals here are particularly 
fond of Mann's singing, so comb the beaches of 
Toronbo Shores for her. 

s Walrus Mtsa [:l U ~J 

It looks like the 

Walrus has ^ ^ 

* \ beached him- If lJi 

J self, blocking JSgSa . 

your way He 

I oves to wake to __ 

music, so lead Mann Lv kr ^ ^^* * 

to him She'll sing the 

Ballad of the Wind Fish, and 

Koo Koo-Kachod The Walrus 

awakesl 


Summary ^ 

, - rtwitabz- Link itth* FaeriaSprinjs m tha 
blttktLtip cave, Next, starch for Secret 
Shells hiridea jit the Prairie Meet ere terrier 
hushes jX fecks, but <mt is buries an the 
plateau beneath the Owftteef, and ene is 
hurled en the Slime Cev* tfi in the center atf* 
the jrass cress. Taka axnotly five «r tae 
Shells te Saashall Mansion to 
$ Shall Then visit Richetdls Villa, 

where youTI be askeri far help. 4 


fe Kanalct Castle 


) Summary 

< Motivaf^SSkti^tft rananas. 1 Altar 
be builds the bri lja/teke the left¬ 
over stick. Take Itto'Tarin, who 
waits by the Beehive in front ** 
Ukvfcus Faerie Springs. Talte‘1 he 
tfanay Return the Fiv« IravesViu 
fi.xl at Kanalet te rtichard. f it yeur 
efforts, he'll let yiu sceur bUbiek^ 
ye>." for the Slime Key Oatff be 
hasty, thaugh-many bushes cm* 
ceal hales in the graunl. 


Cavern 

l Summary I 

Bomb tho Snakes ond teleporting 
Paircdds. Seag the Pegasus 
Boots-tbeyll enetile you to stam¬ 
pede over enemies end octagonal 
recks. Use your Boots to charge into 
Slime Eyes uatil its creepy peepere 
( are sepereted. Than give e few 
good pokes ie each Eye to 
- claim the Bell. JBM 


m Dream Shrine 


Visit Chat iwiri«la*hwjsa 
with tha wall and tradaywir 
Honay far his Pina apple. 
Jhtnf arsuadt Marin to sing 
ht thaWalnw, When yati 
hava the Hook Sh >t, bamb 
mtatht cava In tha n rth* 
usfeornai of Animal 
Vdlai* Inside la a Piaca at 
Heart 










































































With the Walrus back in the water, your pathway to Yama Desert is now clear The 
slithery Lanmola poses the greatest threat here, but swift swordplay directed at its 
head will win you the heated battle When you drop into the sand vortex, you'll fall 
into the cave housing the Angler's Key 


Atop Mount Tamaranch sits the big, 
mysterious Egg This will be Link's final ™ 
stop in his quest In the meantime, contin¬ 
ue the long trading cycle by locating tired 


r Papahl in Tal Tal Heights He'll offer 
you his Hibiscus for your Pineapple, set¬ 
ting in motion a long trading journey ulti 
mately earning Link a Fish Hook 


Unlock the keyhole to reveal the entry to 
Anglers C 2 ve Links not much of a swim¬ 
mer yet, so he must reach the entrance 
by walking west to the cave near Mt 
Tamarancn. When you find yourself above 
the entrance, jump down to enter. 


Immersed in the deep troubles of Angler's 
Cave, you'll think you're getting in over your 
head Stay afloat with the Flippers that are just 
a few battles away Get through swimmingly, 
and the Surf Harp is yours 


Summary 

Destroy tin Laimola. than Jrot mlo tit* 
center of the dasart whirlpool. Jom, th* 
northern wall to reveal* secret rc m 
Here you'll find i Piece if He irt and the 
Anglers Key. Search tin southeast- 
•m ledge rf Yama. tc >, to find » 
Secret Shell under a rock. 


Tal Tal Heights & Mount Tamaranch 


' Summary 

%adt your .itiaap ,>le for k apahl's 
Hi jiscus. Gfte the flower t» tha 6 aat 
an Animal Village, wd she'll ;iv« you a 
' «tter for Mr. Write in the Mysterious 
F jr st. He'll give y ju a room for 
Grandma Ulrira in Mate Village, who 
will give you a Fish Ho ik. Unf ick 
Angler's C ve and venture above 
« A* entrance. Jump down 


tdhty iurs tlf in 


Stairs appear in this flood¬ 
ed room if you stop on the 
floafng tiles in the right 
order In the room's drier 
counterpart, you'll find 
guidance Its five tiles will 
consecutively glimmer 
once Use thst order to choreograph your 
steps for the other room. 


After collecting the five Small Keys 
stored throughout Anglers Cave, 
defeat the Cue Ball -y attacking its 
backside. Tw rat ms fat jr you'll find 
Flippers. Now that you've earned your 
fins, swim to the room of jlimmerin^ 
tiles, where stairs lead to th* Night* 
mare Key. Yeur new Nightmare is the 
An jltr Fish. Its weak spot Is it t 
antenna, so ex.doit it by ja thing it 

with your Sword. 

--When the Fish is 

j> fried, slosh on over 
t Irylandt claim 
the H irp. 




As you emerge from the depths of Angler's 
I' Cave, a Ghost will take to haunting you 
1 ’ Take him to his old house in Martha's Bay, 
- J Just south of Richard's Villa, then lay him to 
rest in his lone grave west of the Cemetery- 
Return to the Bay and test the waters by div- 
- mg under the wooden bridge Below you'll 
find the Fisherman 


!iSk*ea Somma^J.^ 

Pjika the Ghost to his dastmttf W 
'ftan trad* tha Fisherman your Haok v 
far his Necklace, Giv<? tha Ntckf ac« t 
the Mtnfcaid to get ■ Scjlafar the 
Mermaid St tue. At tha St ,in find 
the Magnifying Glass. Hike to tht cava 
in Toroitdo Shores aiu 1 am * your way ^ 
in. Usa Hi ; Glass t . sea Goriya, 

% who'H trada a ~oomerang 

\ Shovel. SMP 


flThe Mad Batter 

Toss your Boomerang at this patch of busies to 
mow a path to the steps With your Feather «md 
Boots, leap theholes and descend thft stairs 
When you 
emerge, you'll 
spy a set of 
stars leading 
to a second 
Mad Batter 





















































-AWAKENING 


If you're waiting for the barrier surrounding U! Master Stalfos 

Catfish's Maw to open, don't hold your r .- C! . ^ This Stalfos 

breath. Actually, do hold your breath and fwl sktleton does* 

. . . . , . | ii HI KKK^II n't have much 

^ dive under the reef Adeep-sea tunnel will || |{' backbone The 

S lead you inside the barrier Uf fgft ©m pileof bones 

J It ^ ^ will collapse 

. . .** *'" H i - H ill withoveryhit 

^ of Link's Sword, 

fe M 11 l*i : and when he s almost beaten he II flee to fight 

you another time So be quick! Drop a bomb 
onto his collapsed remains before he recovers 


Travel to the Raft Shop for a whrte water 
bonus round As you ride the rapids on 
a rented Raft, Roc's Feather will gwe you 

a boost jump i ljlihm bi i iii ii h 

up to grab pass- | i{ ij 

ing supplies of gb gC* . I 

Bombs, Hearts, | 

i ——. ■ i - - ’—* - — 1 , ® 


Due north of Animal Village is the South Shnne 
With Feather and Bow, battle the Knight for the 
Key Be sure to hopup when the Knight stomps 
the ground, or else Link will absorb thedamagmg 
qua&s 


Getting In 

A Statue blocks the 
way to hie Shnnq, but 
a touch from Link gives 
it life Awaken the Inf t 
one and lend it to the 
water It II make a 
splash, and you can 
make your entrance 


The prize here is the Coral Triangle, but 
Link must cleverly coordinate each 
move to gel to rt The Face Shrine fea¬ 
tures numerous Crystal Switches, each 
raising or lowering various blockades 


The end of Signposl Maze leads to Mamu the frog 
Play his song to the remains hidden under the Mabe 
Village weather vaht. The song will resurrect the 
Rooster, and he'll fly you over the mountains 


In the Mabe Library, reread the books 
for the directions through the Egg's 
maze, then play Marin's song to enter 
the Egg Jump into the dark pit at 
the end of the maze, and upon 
landing you'll confront, one-by-one, 
the Shadows of Link's past Use 
Powder to stop the Gel Deflect 
Shadow Agahmm's fireballs with your 
Sword Stab your next contender, the 
Moldorm, in rts tail Sporting your 
Boots, charge Ganon's Shadow, then 
fire your Magic Rod to take out the 
L.mmola Your final threat, the Shadow 
Dethl, will end with a Boomerang to 
his eye Then play Marin's lullaby as a 
wake-up call for the Wind Fish It's 
with his awakening that your dreams 
may be answered 


^relied in a cove j 

so it'il take the “* Ha *™*“ 

Rooster to rise to the occasion. Grab him with 
your Bracelet, and pilot him to your destination 


To enter the mountain, play the Frog Song to awaken the Turtle inside, you'll 
discover many of the- floors have hoies Fill ir all the gaps with the flashing 
tile maker to win a Key 


Maw 

5 Summary © 

Enter with Low an ! An ws te 
pierce the Spiders* eyas. Fight Master 
Staffes four times in four different 
rooms. A fourtfi-r mnd vie; uy wins you 
tiie He ik Shot, ambling you to tew 
•bjects back to you or te traverse p&st 
adversity The Hook Shots afs i the 
perfect fail against Iron Masks, thou fh 
bombs an: rear attacks wark, toe. 

Hook the Eel who has the visible heart* 
k an 1 pull him from his hole. Destroy J 
■ the Eel with your Sword to 
ra *rT wm the Marimba. k Wqp 


The Rapids 


W m So. Shrine®"^ 
g Summary f) 

Manuever past the Statues by pushing , 
them with your Shiel d then fir. Arrows, 
j^at the Knijht for the Face Key. In M 
iP the newt rtom, lightlhe lamps W 
in 4o reveal a message. 


Shrine^ 

# Summary “ 

Hit the Smasher with his '.all ind use 
bomts against th Wizzrobes. ?ick up 
the V tree Statu js an i throw them so 
ibeth are standing, than bom’ the 

• Ifc Facada. In the end, yin’ll have a g 

new, more powerful. wer 
^*}3?acelet an I the Triangle 


Face Shrine 


.wjkrea Surnma^^ 

Hv*jjfto fh* fishery* *t 1 h*fjot of 
Jfiretill TaJ. Swim io and have Ntenbo 
teach you his song. Unlock Eaglj's Tower 
With th * lird Key and us - tile QrbinsHe 
. to triple the four eHlers. Armed with 
TBJiieid and Heak Snot, jtuun tfw E.igl tf 
•#iit : ak« the XJrgan Jk 


Turtle Rock 


: ^ Rock 
I Summary 1 

Collect the K iys, ane -y firing an An w 
into the Cyqlo.is St^tu*$eye. Knock eut 
b &inj Blaino with yiur Swinging ifade 
Uktteck and win the Magic .to*. Use it n 
I against Hot Head and leave the 
&>. ^heated attle with the Drum.,- 
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Step right up and take a ticket to the Hunchback os Notre Dame Topsy Turvy Games, a one play¬ 
er Super Game Boy Pak that not only features all of your favorite friends from the Disney film, but 
also provides great new twists on some classic games from the past* While all five of thc- 


games 

are clever and fun, they're also easy enough to give younger 
kids a great playing experience And as a real boon to all 
players, the Hunchback of Notre Dame's developers have 
added a senes of challenges called Funfair for players who 

have achieved certain scores in 
any of the other games The extra 
challenges give an added dimen¬ 
sion ,of fun to your play and a lot c 
Iffe to the game’ 
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pastel 


HunchbaJ^ro^ 
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The differences between the skill levels ere more 
subtle than in some games, so don't bt afraid to 
switch to n more difficult setting 


Funfairs Wheel of Fortune will select one of 
the five games and give you a tough challenge 
to attempt, like achieving a certain score 


The object of Chisder is to bash out a series of bricks using a 
pnddle and a little bouncing ball Sound familiar? If may be, but 
it's strll a lot of fun, and a few new twists keep the game feeling 
fresh For example, jf you hit a pie buried under the stones, >t 
Will either turn into two birds that help break bricks, or it will 
I _ turn into the Funfair wheel If you hit 

1 1 the wheel, you'll get the choice of 

or con 


playing a Funfair challenge 
tinuing with Chiseler 


OF HOm DAME: TOPSY TURVY 6 


r uefore you pick one oRhe five games to play, head to 

the options screen to tailor the games to your liking. Whan it 

comes to picking a 6 ame, remember that you can goto the Funfair 
only if you *et lucky at Chlseter or you've earned a password in oha of 
th> Other guv S At the funfair, you'll be givan a ch Hen s e to ^chiev*«i 
O* objadivc tn Oiia of the five games, ff you comp! -tsthrchal 

elf » champ. 
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Want to score a strike every time’ The 
first thing you'll need to do is line up your 
goat a little off the confer arrow If you 
rol’ him dead center, you II end up with a 
tough split 


Now you must decide how much spin you 
went your goat to have Take a pass on 
the left and right spin options and choose 
the middle option instead Now your 
goat will roll straight 


Turn your attention to the power meter to Let er np—you re sure to score a strike 1 For 

the left of the Ians and stop the little a higher degree of difficulty, set the skill 

f arrow when it gets near level to hard on the options screen to make 

the top of the gauge the power meters arrow move faster 
,iiidP. Your goat will now have 
/ J enough power to topple 
t. the pins 


This is *ame of six-pin bowling with \ really silly twist;Yofir ball ft 
ft billy goat! *s the bowler, you'll control where the ball is thrown from, thu ^ 

mount of spin you wsuit the bill to lnve, and th strath of your-shot. Don' 
.worry if you throw a few fitter goats at first—you have^fai frames <to play In ever* 
k^wrtc^plos * couple ^strike on th 
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TJpsy Daisy 


Upsy Daisy gives you four characters to choose 
from, each with n particular style for popping 
balloons While their attacks may be unique, no 
character is really butter than another 


Upsy Daisy 


You'll find that popping your 
opponent's balloons is easier if 
you keep your character some 
where over his head, whilp 
making sure that his balloons 
aro only an arm's length away 


Upsy Daisy 


f; TOPSY TURVY GAM 


Th<* point of this 6 amt is to pop ^.11 of your i 
opponent*? balloons while hovering over the 
rooftops of Paris, in ibis best-of-three tournament, ?rBt 
you'll have a special attack move to puncture halloo ^ 
‘ i 0 and a whirling defense move to push your opponent aw* 

| ^Jr . To stay high in the sky, simply ^ • the • *Mowiw 
•; ’ chimneys to give your- 
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When you start this game, it's bust to 
scroll through II eight puzzle pictuj is 
before you pick on^ to pf y. 


While II tha puzzles hive the sam« num 
ber of p;eces, son .- of thdpictures die * 
bit more difficult to complete. 


If you're a beginner at this <r. mo, tn 
picking a simple, less-det uled pictu 
like the one that’s shown above. 


When the puzzle you ve chosen appuirs. 
press and hold the A Button to carefully 
examine the completed picture. 


While keeping a close eye on the timer, 
you may find that it helps to complete the 
top row of the puzzle first 


If time runs ou t before you've completed 
tht entire puzzle, the computer w;ll auto¬ 
matically finish it for you 


1 W? the name implies, this game is about pushing eight pieces of a 
„ le around the screen until you complete a picture. You have eight 

vallenging puzzles to choose from, each featuring a character from the film, Tb» 

- •ling that makes this game especially tricky is that you'll be racing against the clock to 
•-plete the puzzles. While no one strategy is key to putting these pictures together it 
elp to arrange the pieces one row at a time, if you can get the top or bottom row comptet 
the rest of the pieces may begin to fall into pla* • \ ■ 






































If you're greedy enough tograb the falling 
bags of fool s gold, you’ll be stuck in place 
for a few seconds 


Fools can drop out of any of the three win 
daws, so you’!l have to move fast 1 Make 
sure you're using your boostl 


The falling fools will bounce anywhere 


from one to three times before they II 
i bonnet back through tho windows 


These falling arrows will help 
replenish your booster They're 
use ful, but they're not essen¬ 
tia I to getting y high 

score in the game 


Catching th- clocks will add precious 
seconds to the timer It's much 
better to let a fool drop than miss a 
, v y—s. V v falling clock. 


BEAT YOUR 
HIGH SCORES 


DAME: TONY TURVY GA 


the aim of this game is to "bounce falling foots back into the win¬ 
dows that they fell from within th j allotted time* K meter on the bottom o» 
the screen Sets you know how many fools you've saved and the how many mort 
^you still need to bounce before you've finished the stage* As the gam^ progress s, • 
number Of 'aols you need to save Increase, and thay start felling fester and faslec? 




















































































INTENDO 


Rock the video gome vote. 1 it's thot time of yeor ogoin, when you, the ployer, pick the games of 1996. 
Browse the lists a! the best and the worst, then mark yaur fovarite choices an yaur Ployer's Poll Card 
and send it in. We'U tobelate oil the votes ond onnoence the winners in o future issee. Yaer ballot 
oetomoticaliy enters yae in tbe contest ond mokes you eligible to win gomes ond Seper Power Stampsl 


B. BEST STORY 


Nothing beats a game that has great music to put you in the 
groove and accentuate your playing mood. From funky sampling 
to synthesized orchestras, this year's nominees represent the 
cutting edge of development in game soundtrack composition. 

1. DKC 3s Dixie Kang's Double Trouble 

2. Kl Gold 

3. Pi lot Wings 64 

4. St or Wors: Shodows of the Empire 

5. Super Mario RPG 

6. Wove Race 64 


A pounding action game is nothing 
but flashy mush unless it has a story 
line driven by a compelling plot 
Outlined below are games fea- 
luring some of the most intrigu- w I 

mg stories of 1996. f 


I • DKC 3: Dixie 
Kong's Double 
Trouble ^ 

2. Lufia II: Rise of ^ 
the Sinistrals 

3. Maui Mallard 

4. Stor Wars: Shodows 
of the Empire 

S. Super Mario RPG 


Graphics are the first and most lasting impression a 
game makes on a player. Despite the technical inno¬ 
vations of the N64, two of the six nominees this year 
are outstanding 16-bit titles. 

1. DKC 3: Dixie Kong's Double Trouble 

2. Kl Gold 

3. Stor Wors: Shadows of the Empire 

i 4. Super Maria 64 

L 5, Super Morio RPG 

6. Wave lloce 64 


(Voort.^I 








Do you like to live happily ever after or do you yearn for a 
sequel teaser? Do you prefer to ride off into the sunset or stay 
and remain a crowd pleaser? Cast your vote for the best game 
ending of the year. 


1. DKC 3s Dixie Kang's Double Trouble 

2. Lufia 2: Rise of the Sinistrols 

3. Super Mario 64 

4. Super Mario RPG 

5. Star Wars: Shadows af 
the Empire 


There's a fine line between games that offer a solid physical or 
mental challenge and games dial infuriate players with poor design 
or shoddy play control. The following nominees are outstanding 
examples of challenge balanced with gamer-friendly features. 

1. DKC 3: Dixie Kong's Double Trouble 

2. OKI. 2: Diddy's Kang Quest 

3. Ken Griffey Jr.'s Winning Run 

4. Star Wars: Shadows af the Empire 
5 - Super Morio 64 

6. Wave Race 64 


If you were locked away in a wm 
dowless room for a year and could 
take only one game with you, 
which title would give you the 
most variety? 


1. Kirby's Super Star Deluxe 

2. PilatWings 64 

3. Star Wors: Shadows af 
the Empire 

4. Super Mario 64 

5. Super Maria RPG 

6. Willioms Arcade's i 
Greatest Hits 


Video game fans are constantly searching for new angles on 
their favorite pastime. Which of the following nominees made 
the biggest leap in imagination and design? 


1. PilatWings 64 

2. Sim City 
2000 

3. Star Wars: 
Shadows af 
the Empire 

4. Super 
Mario 64 

5. Wave Race 64 


Vote tedey aed be eligible to wIr a Nintendo 64 aed gamesl 








H. BEST SPORTS GAME 


Which sports title made your play of the day in 1996? This 
year's list of nominees is well-rounded with a sports title to 
.represent every season. \ \ * 

■ -X \ 

^•aCen Griffey Jr/s ' 

/ Winning Run ^ 

2. Madden '97 

f3 • NBA Hongtime /\ ft — ^ 

4 . Wove Roce 64 1£i# 


1. Kl Gold ^ 

2. NBA Hangtime ^ 

3 • Tetris Attack ^' 

4. Wave Race 64 

5. Wayne Gretzky's 3-0 Hockey 


J. BEST MULTI-PLAYER GAME 

Many players agree that the best video game opponent is a human 

opponent but multi-player games are only as good as 

the game interface. Listed below are the nomi- 

nees for the best multi-player game of the year. ^ | a 


I. BEST PLAY C0NTRt«f^^y^ ? 

When you play a game, you don't think about "A Button, 
B Button, Up" unless you're entering a code. Games with 
great play control make controller manipulation second 
nature, so you're thinking about the tun, not the buttons. 

1. DKC 3; Dixie Kong's Double Trouble 

2. Kl Gold 

3. Pilot Wings 64 

4. Super Morio 64 

5. Wove Race 64 

6 - Wayne Gretzky's 3-D Hockey 


, K. BEST CODE 

Codes can either make a great game better or vaporize everything 
that makes a title challenging. This year's list of nominees features 
many codes that enhance game play 
l and extend the titles'replay value. 


1. Alter Abilities 
fICen Griffey Jr.'s 
Winning Run) H 

2« Change Body 
Proportions 
(Woyne Gretzky* 3-0 
Hockey) 

3. Cheop Juggles Code 

(Kl Gold) 

4« Gargos Code (Kl Go id) 

5 • Classic Teams Cade 

(Madden '97) 

6 • The Merry Cade 

(DKC 3: Dixie Kong's 
Double Double) 


dft NINTENDO POWER 


I 

Vote todoy—fill out your Ployer's Poll Cord iesert on p«ge 821 
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NINTENDO POVVf 

, AWARD NOMINATIONS 

M. COOLEST MOVE OF 11996 


Does anyone read the instruction manual before plugging in a 
new game? Gamers consistently demand great games that are 
easy to learn but difficult to master. Listed below are some 
favorite nominees. _ a 


A ton of games have cool moves, but it's up you to make this 

most difficult decision and pick the coovst 
move of 1996. What made the biggest ^ 

impression on you this year? '^**2 ■ 


1. Mr. Dol 

2 . Star Wars: 
Shadows 

af the Empire 
3* Super Mario 64 

4. Tetris Attack 

5. Wove Race 64 

6. Williams Arcode's 
Greatest Hits 


1. The Floming \ 

Puck Shat ^ 

(Wayne Gretzky's iCB 

3-D Hockey) Sf I 

2 . The Group Hug m jr V 

(Super Mario RPG) TR v I 

3. Morio's Back Flip aa ] 

(Super Mario 64) i\ WLg* * 

4. Maria Crawling 
(Super Mario 64) 

5. Maria's Handstand 
(Super Mario 64) 

6* Maui Mallard's Ninja Pole Climb 
fAfaui Motiard) r 

7 . Ti Combo's Ultimate Camba (Ki G 


3URRH0 




Which fighting game had the best moves of 
the year? Consider features like play options, 
control, and innovation before you make 
your selection. 


1. KI Gold 

2. MK Trilogy 

3 • Street Fighter 2 Alpha 
4. Ultimate Mortal Kombat 3 


Vote today and be eligible to win a Nintendo 64 and games! 









N 1 '■ What's the coolest tool of the year? 

BBP? 5 *. *7 Do the Seeker Missiles make your 

Ugffiir . day, or are you solidly in favor of the Metal 

--- ^p? You'll never know if Frying Pan fanatics 

are cooking up a landslide until all the votes are counted. 

1. The Frying Pan (Super Marie RPG) 

2. The Leeba Scanner 

(Star Warn Shadows of fhe Empire) 

3. Mario's Vanish Cap (Super Mario 64) 

4. Maria's Metal Cap (Super Marie 64) 

5. Maria's wing Cap (Super Marie 64) 

6. Seeker Missiles 

(Star Wan: Shadows of the Empire) 


It might be just for fun, but ^B VV 

occasionally you see some- A k 
thing in a game that just flWy ' 
makes you wince and suck f 

in your gut. Peruse this lineup and 
make your pick of the most painful 
predicaments in 1996. 

1. Baraka's Lift-em-up m 

Fatality (Marfa/ Kombat Trilogy) 

2. Checking Opponents inta the Boards 
(Wayne Gretzky's 3-D Hotkey) 

3. Falling Off the Cliffs 

(Star Wars: Shadows of the Empire) 

4. Maya's Elephant Drop (Ki Gold) 

5. Missing with the Cannon 
(PilotWings 64) 


If you could have one tide to get into town, what would 
it be? The fact that none of this year's nominees has a set 
of wheels is proof that today's video gamers are anything but 
conventional. 

1 • Bird Man (PilotWings 64) 

2. Cannan (PilotWings 64) JH 

3. Ellie the Elephant KB 

(DKC 3: Dixie Kong's Double Trouble) BAB 

4. Personal Watercraft ( Wave Rote 64) 

S . Shiny Shell (Super Morlo 64) IB 

6. Speeder Bike (Star Wars: Shadows of the finpir&JB 


MNTENOOPOWER Vote today—fill out your Player's Poll Card insert on page 821 
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NINTENDO POWER 

LAWARD NOMINATIONSJ 


Who is your favorite hero or heroine of the year? For the first 
time in the history of the Nintendo Power Awards, Bowser, 
from Super Mario RPG, was nominat-^^^U^^I^^^ 
ed for Best Hero. But how will \ 

the Koopa King fare 
against Mario* 

. Bowser ^^B 

(Star Worst 
of the Empire) 

3. Dixie Kong ■ 

(DKC 3: Dixie Kong's 

Double Trouble) 

4. Kiddy Kong 

[DKC 3: Dixie Kong's Double dm 1 

Trouble) wk |Mh 

(Kirby's Super Stor) 

BMP 

(Super Mario 64) ' • ? 


The Worst Baddie Award spotlights the most notorious 
henchmen of the year. Unlike their bosses, baddies work 
hard and receive little recognition for sidetracking video 
game heroes and heroines. Give your nominee the credit he or 
she deserves. 

1 . Nibble [DKC 3i Dixie Kong's Double Trouble) /* 

2- The Ripsaw in Ripsaw Rage 

(DKC 3? Dixie Kong's Double Trouble) gf,/ 

3, Stormfroopers (Star Worst Shadows ^ 

of the Empire) 

4. Tub-O-TroopD (Super Mario RPG) m». . 

5 . Wompos (Star Wars: 

Shadows of the Empire) 

6. WhompS (Super ^ 


Lots of villains are big and tall, but who's the very worst of all? 
Pick the bad boy you love to hate the most. 


T. Bobo Fett 

(Stor Wars: Shadows of the Empire) 

24 Bowser 

(Super Morio 64) 

3 - Gorges (Kl Gold) 

4, K. Roolenstein 

(DKC 3i Dixie Kong's Double Trouble) 

5 • Smithy (Super Morio RPG) 


Squittcr the Spider won this category last year 
for his supporting role in DKC 2, but now he's 
up against a large line up of heavy competition. 
Look over the list of goodie picks and cast your 
vote for best sidekick. 


1. Dolphin (Wave Rose 64) 

2 ■ Dorric (Super Morio 64) 

3. Ellie the Elephont 

(DKC 3; Dixie Kong's Double "Double) 

4« Frogfucious (Super Mario RPG) 

S. Squitter the Spider (DKC 3i 
Dixie Kong's Double Trouble) 

64 Ukiki the Monkey 
(Super Mario 64) 


Vote today and bs eligible to wit 0 Nintendo 64 and games! 







Like chanting to a batter in a softball game, some annoying 
features are there just to bug or distract you. Listed below are 
die nominees most likely to get under your skin. 


1 - The Bockseot Driver in Cruis'n USA 
2# "Butter Fingers" shout in Ken Griffey Jr/s 
Winning Run 

3. Crying Baby Penguin (Super Mono 64) 

4. Accidentally Foiling off the Cliffs 
(Star Worst Shadows of the Empire) 

5. Tetris Attock voices 

6. Wove Roce 64 Announcer 


Did a game make you chuckle or burst out laughing Iasi 
year? If it didn't, you probably need to check out one of the 
following nominees. 


1 • Moui Mollord 

2. Power Piggs of the Dork Age 

3. Prehistorik Mon 

4. Sinistor from Willioms Arcode's 
Greotest Hits 

5 4 Super Morio RPG 


'96 3GS1T OVERALL G 

x. bestJB) game 1y. 


E NONimttShi 


Super NES developers blew away skeptics and produced out¬ 
standing 16-bit games In 1996. Make your pick of the six top 
nominees for Best Super NES Game of the Year. 


Seven years after its release, the 
Game Boy continues to sell 
well and dominate the A 
portable video game mar- A 
ket. This year's eclectic list 
of nominees for Best Game ^ 
Boy Game are a medley of 
puzzle, action and RPG games. 


14 DKC 3: Dixie Kong's 
Double Trouble 

2. Ken Griffey Jr/s 
Winning Run 

3. Lufio 2: Rise of the 
Sinistra Is 

4. Mega Mon X3 

S • Super Mario RPG a 
6. Tetris Attock 1 


1 • DKl 2: Diddy's Kong 

Quest 

2 • Kirby's Blockboil 
3. Sword of Hope II 
4« Tetris Attack 

5. Tetris Blast 

6. Ur bon Strike A 
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GRAND PRIZE: 

1 Winner 

A NINTENDO 64 SYSTEM 
FOUR NINTENDO 64 CONTROLLERS 
A SAMSUNG GXE1395 
PERSONAL VIDEO GAME TV 
WITH HYPER AMPLIFIED SOUND 
AND GRAPHICS 
TEN N64 GAMES 

SECOND PRIZE: 

25 Winners 

THE BEST GAME OF 1996 IN THE 
CATEGORY OF YOUR CHOICE 

THIRD PRIZE: 

50 Winners 

A NINTENDO POWER 
T-SHIRT AND 5 SUPER 
POWER STAMPS 


LAVVARD NOMINATION 


OFFICIAL 
CONTEST 
RULES 

To enter, cither Jill mil the Player’s Poll n**p*ime card nr print your name, vfrfrw*, tHephnn* 
number, Vol 94, your pfcfca for each category and the an<wer to the Player'* Pull trivia quetfipn 
on a plain 3 1/2" x S' card. Mail yoar entry to thfe address: 

One entry per person, ptora Ail «ntne* must be ptistmarited NINTENDO POWER, 

nn later than April 1,1997 Wc are nnl lesponsihk for Iflegl- llAYBi-S POLL VOLUME !W 
Me or incomplete witrxr-?, or lort or misdirected miul On or P.O BOX 97062 
about April IS, 1997, winner* will l«e drawn from among- all REDMOND, WA 98073-9762 

eligible entries. By accepting Iheir prizes, winners consent to 
. the use ui Ilnur names, photograph*, or other IOkwSms for the 

purpose of advertisements or promtrfiorw r»n the behalf of’’NIntend n Power" magazine or Nintendo 
of America Jnc. (NOA) without further compensation. Prize*-are limited to one per household 
Chances df winning arc determined by the total number of entries received The ratio of prire* to 
entry cards distributed U 76* 1,900,01*1. No tutelttufkiift of prizes fc permitted. AH prizes will be 
awarded. Actual games awarded is subject to availability. To receive a fot of winners, which vtf fl be 
Available after April 30,1997, send your request to the addres* above. GRAND PRIZE:The Grand Prize 
Winner will receive a Nintendo 64 lyrtem, four N64 game controllers, a Samsung GXE1395 Personal 
Video Game TV and ten N64 gamp*. The winner must provbte a written release to NOA. Estimated total 
value of all prize* « $3,000 Some restrictions apply. Valid only In the U $. and Canada. Void where pro¬ 
hibited by law. Nul open to employe*** of NOA, its affiliate*, agencies, ortlieir Immediate families. Thfc 
content h subject to all federal, state and focal laws and regulations. 


Take part in history by casting your vote for the 
first Nintendo Power Award for the Nintendo 
64 category. All of Ihe nominees listed below 
are worthy of the title, but only one will win 
the award for best of 1996. 


1. Kl Gold 
2« PilotWings 64 
3. Stor Wors: Shodows 
of the Empire 

4. Super Morio 64 

5. Wove Roce 64 

6. Woyne Gretzky's 
i 3-D Hockey 


By votiig you are eligible to wi« a Ninteado 64 and games! 






KERO SEWERS 

HP 500/ ATTACK 30/ DEFENSE 25 
MAGIC ATTACK. 15 
MAGIC DEFEN5E 20 


MUSHROOM WAY 
HP: 50/ ATTACK: 6/ DEFENSE: 13 
MAGIC ATTACK: 4 
MAGIC DEFENSE: 5 

Mario is alone wh<an h# m-its thi 
Himmer Bros on Mushroom Woy ,nd 
hi should be it L^vil 2 before atticks 
Us»d Tim jd Attacks gainst dach 

hrn?Kr«r and Mushroom*? nl 

B ourseIt You can use Timed gm 

locks, as well, by pushinq ^afl: 
the A button just before the 
enemy strikes you Use this to defend 
against the Hammer attacks A Timed 
Jump attack will earn you the most 
damage as much as 36 HP per jump 


LAND'S END .v 

HP' 1200/ATTACK 120 / DEFENSE 60 \ u I ' Lj ' 
MAGIC AnACK 20 
MAGIC DEFENSE 40 

Bclome is *rst found ti 

it -jv. I 0, .i ► lea , m 

th^ - * BDEByl ; 

ipp^LtcorotvC 

wistb: % urn MajBP' 

e Scarecrow Use Special 
Attacks and Timed 

Attacks Mario s Hammer end Mallow s Thunderbolt 
are effective Belome's Temple in Lands End is the site 
of your second meeting Your party of Mario, Mallow 
and Toadstool should be at Level 16 or above Mano 
should use the Masher or any Fire attack Mallow's 
Thunderbolt still works and Toadstool can hea! the 
party In addition to that, the evil clones of the Princess 
_ _ md Mallow 

-i - ve the 
* PWest HPs 
' and are 

'72St p: ‘sy to 

WL > * MS defeat 


MUSHROOM KINGDOM 
h^: 450/ ATTACK 22/ DEFENSE: 25 
d MAGIC ATTACK: 15 

MAGIC DEFENSE: 20 


W (* Mallow has joined 
your party by now 
and both characters 
should be at Level 5 
before entenng the 
fray Mano 
should use the 
Hammer in 
Timed Attacks 
against Mack 
while Ma'Sow hurls 
Thunderboltsatthe 
Snystirs and fiials up 
thd party when neces¬ 
sary Mack will ipptar 
three times btjfoic he is 
dtf" it ed and you win the 
first St ir Piece. 


ood 
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■1996 NINTENDO/SQUARE SOFT 

Having trouble with the weirdest crew af villains Mario has 
ever met? Well, sweat na mare. In this Beat The Boss special, we 
i aver every mojar bass in Super Morio RPG with all the moves 
you need to defeat the bad guys in one final fight. T'"J 













' BOOSTER TOWER 

HP 700/ATTACK- 70/ DEFENSE 55 
MAGIC ATTACK 20 
MAGIC DEFENSE 10 




FOREST MAZE 
HP 720/ATTACK 50 
DEFENSE 40 
MAGIC ATTACK 30 
MAGIC DEFENSE. 35 


You II discover 
Geno battling Bowyer in the 
Forest Maze Mallow and Mario 
should at least be at Level 7 by 
now Equip the Wake Up pin 
before heading out to pro¬ 
teat against Bowyer s 
Sloep spell Although the 
Si*- enemy has no real weakness, you can 
cause damage with most special and rea- 
ular attacks Bt. prepared to use both since your 
choices will be limited when Bowyer turns off cer¬ 
tain controller buttons with his arrow shots. The 
Noknok Shell and Froggio Stick ere the best regular 
weapons and the Geno Beam is also effective A 
supply of Mushrooms shouldbe available for healing 
when the use of the Item button is your only move 


MOLE MTN MINE 

HP 1200/ATTACK. 60/ DEFENSE 42 
MAGIC ATTACK 22 
MAGIC DEFENSE 40 


MOLE MTN MINE 

HP* 150/ ATTACK. 70/ DEFENSE 40 

MAGIC ATTACK: 0 

MAGIC DEFENSE 10 




At this point, your party consists of Maro, 
Mallow and Guno All three characters should be 
at Level 3 or higher Punchinello fights wrth Bob- 
ombs of different size s The first wave of Bob- 
ombscan be zapped with Mallow's Thunderbolt 
That frees up Mario and Geno to hit Punchinello 
with Jump and Fire specials Geno’s Finger Shot 
and Manos Punch Glove will cause damage, as 
well As the larger Mezzo Bombs appear, Mario 
and Geno should lend a hand in cleaning them out 
Mnllows Cymbals arc *good regular weapon to 
use against the Bob ombs The final giant King 
Bomb blows up Punchinello and you get the third 
Star Piece. 


BOOSTER TOWER 
HP 900/ATTACK 60/ DEFENSE 40 
MAGIC ATTACK 25 
MAGIC DEFENSE. 40 
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Mario Geno and Bowser make un the best 
assault group for taking on the clownish duo 
of Knife Guy and Grete Guy in Booster Tower 
Your tactic should b« to attack ate of the pair 
first, finish him off, then concentrate on the 
remaining Guy Arm Mario with the Masher, 

Geno with the Finger Shat and Bowser with 
Chomp, which you find in the Tower Knife Guv 
is also susceptible to Mario s fire attacks and 
Grate Guy does poorly aqa'nst Guno s shots The battle wn last a long time, 
so carry plenty of Mushrooms and Syrup Maximize your effectiveness 
with Timed Attacks and Timed Blocks Mallow's Thunderbolt ts also very 
pffpfitivG p.nd his rain soecial can heal vou up in a pinch 


s.i$ns of ^cr»Vness 

Some ofShe must useful information you can lake into a 
battk. is jibout the weakness an enertiyitos In your attacks. 
For each of the Super Mario RPCi bosses, wo ve listed the 
special attacks to. which they are susceptible, and the 
atfacks against which they can defend. The attacks indi¬ 
cated by blue circles are attacks you should use against the 
boss. Red circles,calf out attacks that you shouldn't use. For 
instance, using any of Mario's fire Special Attacks against 
Hdome is a good idea, but sleep specials wont work. 

'm ■ r 




JUMP J AM 

f«w F 

THUN1KR-60LT ft 

i« jfS 

fsAR H 

swsp Z 

SftSNCS S 

POISON P VOL 


mum 94 


















Mario figh ts 

•lone in tta end m J^ 

against m 

Jo tf in Jl s, 

_ut Sow; ,t ,r o v *’• •>.• ” ■ 

M Tow ^jgood r^W 

backupte im You \ Vjr M 
should be .tUvjM3 \ 1 * M 

for this battle. In thw \ / ■ 

first stag*, Jorath inis \ J f 
joined by four otl .^r VA 
sh irks with ^20 HP . ich 
Mallow sThundtrbolt 
works wall aa ilnst thru 
asdciesBowrjr'sHurly J 

Glove When Mario is fighting alone, * 
should try ; Sleepy Bomb You should also 
have plenty of Max Mushrooms M jrros 
Timed Attacks with tf*lu M sher will we ir 
Jonath ndown. 


Mario and Princess Toadstool are the 
assenbal members of your party rn the 
sunken ship, and the third member can be 
either Geno or Bowser Genos Geno Beam 
cooks up the squid pretty well end Geno is 
useful in the areas lending up to the boss 
But it is Marios fire attacks that are the 
critical ingredient Your party should at 
least be at Level 12 to deal with this cepha 
lapod Before you encounter the King, how 
ever, you must fight the Tentacles Again, 
fire is the most effective way to toast the 
enemy If you bring Bowser to the cockout. 
use Chomp a s his weapon 




MARRYMORE 
HP-100/ ATTACK 60/ DEFENSE- 50 

MAGIC ATTACK 6 
DEFENSE ATTACK: 27 


SUNKEN $Hl.- 

^ " 820/ ATTACK 85/ DEFENSE 80 
MAGIC ATTACK 25 
DEFENSE ATTACK 60 




MARRY MORE 

HP 900/ ATTACK 65/ DEFENSE-10 

MAGIC ATTACK 25 

MAGIC’DEFENSE 50 Sy 


.lOOOOd 


HP 600/ ATTACK 70/ DEFENSE 20 
MAGIC ATTACK 30 
DEFENSE ATTACK 30 


SEASIDE TOWN 
HP 1,500/ ATTACK 125/ DEFENSE 65 

MAGIC ATTACK 70 
DEFENSE ATTACK 75 


SEASIDE 

HP 600/ ATTACK 100/ DEFENSE 50 

MAGIC ATTACK 30 
DEFENSE ATTACK 40 


LEFT TENTACLE 

HP 260/ ATTACK 82/ DEFENSE 50 
MAGIC ATTACK- 35 \ 

DEFENSE ATTACK 40 / \ 


Perhaps the strangest of all the oddball 
battles in Super Mario RPG is tha War of 
the W^ddtnp Cake Mario, Bowser, and 
Geno should be used in this fight Since 
Chef Torte and his assistant will run away, 
ignore them ^nd concentrate your attacks 
on the coke Five hits will put cut the can¬ 
dles Regular Timed Attacks and Mario’s 
special jumps are the most effective 
offenses The real problem comes from 
the Special Attacks used by the cikc 
Really, you ;ust have to survive until 
Booster gobbles the cake Bowser should 
use Chomp and Geno should use the Hand 
Gun 


RIGHT TENTACLE 
HP 200/ ATTACK- 87/ DEFENSE 7 
MAGIC ATTACK 35 
DEFBsJSE ATTACK 23 


*%/To win back th* Star Piece you 
Y got from Jonathan Jones, you II 
/ face two >firidoviehcs Take 
i Mano, Toadstool, and either 
/ Mallow or Bowser into this battle 
I Mallow's Thunderbolt attack 
i works well and Bowser armed 
[ With the Hurly Glove is very strong 
u When Vfcridovich splits into two 
jkcharacters during the Mirage 
" attack, ignore the mirage and con¬ 
centrate on the real Ysridovich You II 
know the real one because he takes 
less damage th-m the mirsqe 




















transforms into the Zomhone so be pro 
pared for a long fight and carry extra 
Mushrooms 


If you have 
wl Truoform Pins, 
ML equip them 
MKSk so that 

Megasmilax 
jp doosnttum your 
^ party into 
mushrooms 


DO Q Q 
O© fr 


NIMBUS LAND 
HP. 777/ ATTACK 160/ DEFENSE 130 

MAGIC ATTACK 6 
DEFENSE ATTACK. 100 


BARREL VOLCANO 

HP' 1 800/ ATTACK. 190/ DEFENSE 60 

MAGIC ATTACK' 80 /»« 

DEFENSE ATTACK 1001 J j (.. | 

The Zoinhoncis more powerful than the Czar 
Dragon that precedes it, hut it also has a 
weakness to ice attacks If you have plenty of 
Mid Mushrooms in your supply before you 
meet the Czar Dragon, consider making up a 
party of Mario, Mallow and Gcno Guno s Geno 
Beam works as well against theZombone as 
Mallow's Thunderbolt and Snowy Special 
Attacks Mario should use Timed Attacks 
with the Lazy Sht 11 and ken p th e , 

other two characters healthy s ,j 
with Mushrooms Without the 1 'jfSL 
healmp supply, substitute 
Toadstool for Geno A 


You'll have to daal 
with Dodo twice and 
Valentina once if you hope to liberate 
Nimbus Land for Mallow The numbers 
listed above for Dodo are taken from 
the first fight Thesecond timearourd, 
Dodo will have only 800 HP (All the 
other numbers are the same ) Since 
Dodo first fights whichever character is 
in the second position of your perty, 
make sure that it is Bowser and 
fen that he is equipped with the 
FA Spiked Link He should be all 
W healed up, too All characters 
W should be at Level 21 by now Held 
W off Valentina wth thBothprtwo 
f characters, who should be Mario and 
Toadstool Whan Dodo returns use fire 
etta cks and multiple enemy attacks 
such es Crystal Bombs 


First you must crack the 
egg, Shelly, then Birdo 
pops out and beams firing 
mare eggs at you with her 
bozookabeak Enter 
the fray with Mario, 
Toadstool Iwho is AH 
now armed with the \M 
War Fan) and Bowser 1 
usingthe Spiked Link 
Use nmadAttacks 
since Birdo has no real ’ 
weakness Somctimps 
you can deflect her 
eggs if you'rain 
Defense Mode Thu 
eggs bounce back and 
hit Birdo 


0©Q©© 

8EAN VALLEY 
HP 1,000/ ATTACK 140/ DEFENSE 30 

MAGIC ATTACK 70 
DEFENSE ATTACK 80 

The Shy Away s veggia pot iri Bean Vallay 
needs trimming Mario, Toadstool and 
Bowser are just thegardenersfor the job 
once they reach Level 18 Bowser should 
be equipped with the Spiked Link. 

Toadstool should use the Parasol and heal 
the party Take out the small Smilax«s first 
using Marius Ultra Jump When the 
Mugasmilax grows, have Toadstool use 
the Group Hug immediately Concentrate 
on destroying 
the smaller 
flowers first, 
than attack 
the big 
Mcgnsmilax 


&oo 


NIMBUS LAND 

HP 1,000/ ATTACK. 140/ DEFENSE 100 
MAGIC ATTACK 9 
DEFENSE ATTACK- 60 


NIMBUS LAND 

HP 2,000/ ATTACK 120/ DEFENSE 80 
MAGIC ATTACK 80 
DEFENSE ATTACK 60 
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BOWSER'S KEEP 
EXOR 

HP 1,800/ ATTACK 0 
DEFENSE 120 
MAGIC ATTACK 0 
DEFENSE ATTACK 80 




LEFT EYE 

HP 300/ ATTACK 153/ DEFENSE. 130 
MAGIC ATTACK- 47 
DEFENSE ATTACK- 80 


QQQQ 


RIGHT EYE 

HP- 500/ ATTACK-128/ DEFENSE: 100 
MAGIC ATTACK 82 
DEFENSE ATTACK 36 


COUNT DOWN 

HP- 2,400/ ATTACK 0/ DEFENSE 80 
MAGIC ATTACK 120 
DEFENSE ATTACK- 80 
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NEOSQUID 

HP a00/ ATTACK-180/ DEFENSE 80 
MAGIC ATTACK 86 A 

DEFENSE ATTACK SO ^2 7 

The giant sword sticking out of Bowser's 
Keep is actually a monster composed of 
three parts Mario's jumping and fire 
attacks will take off extra HP 'fou should 
*lso use Bowser and Toadstool for this 
fight and aII characters should bo at least 
at Level 26 Begin your attack concentrat¬ 
ing against one of the eyes, than move to 
the second eye and then the Neosquid, or 
mouth Once you vo taken awny the three 
pa rts, Exor has little dlse it can do Notice 
the lack of attack power in the chart As 
for Bowser, equip him with the DnII Claw 
and Toadstool can clobber Exor with the 
Frying Pan 


DING-A-IING 

HP 1,200/ ATTACK. 180/ DEFENSE 120 
MAGIC ATTACK 20 
DEFENSE ATTACK SO 




*Grout* T i? 


BARREL VOLCANO 
AXEM RED 

HP 800/ ATTACK- ISO 
DEFENSE. 100 
MAGIC ATTACK 24 
DEFENSE ATTACK 80 
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AXEM PINK 
HP 400/ ATTACK-120 
DEFENSE 80 
MAGIC ATTACK: 80 
DEFENSE ATTACK 100 


QOOO 


AXEM BLACK 
HP 550/ ATTACK 140 
DEFENSE 120 
MAGIC ATTACK 4 
DEFENSE ATTACK 40 
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- AXEM YELLOW 

HP 600/ ATTACK: 170 
^ DEFENSE-130 

MAGIC ATTACK 6 
DEFENSE ATTACK 60 


AXEM GREEN 
HP 450/ ATTACK 110 
DEFENSE- 60 
MAGIC ATTACK 90 
DEFENSE ATTACK 120 
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At Level 26, Mario Toadstool and 
cither Geno or Mallow, should meet 
up with thp five Axem Hangers on the 
top of the voicano Attack them m the 
following order Pink, Green, Yellow, Red 
and Black Geno Flesh helps wear down 
their resistance. When the airship 
appears, which is called Axem Rangers, 
it is worth 999 HP and its weakness is to 
Thunderbolts If Mallow is on your team, 
throw Thunderbolts Otherwise, use 
Timed Attacks and heal up frequently In 
all, you must go through 3,799 HP to win 
the sixth Star Piece 


NWENDO rom 


You'll find Court Down and th<* two Dmg- 
A-Lmg bells in Smithy's Factory. M no, 
Toadstool and Mallow cr up the best 
party since W jIIows Thunderbolt 
Special Attack gives extra damago. 
Concentrate your initial attack on the 
clock. Count Down, because it has 
strong i ucovery spalls and other potent 
attacks such as ths Aurora Flash. After 
cleaning its clock, ring th- bells of the 
two Ding-A-Lmgs. Us Mario's Super or 
Ultr Jumps indM jIIows Thunderbolt 
and ke.Jp the entire party healed up 
. using Princess Toadstool's Group Hug 
Fittingly, Timed Attacks work well 
against all three enemies, olso 














The final battlu«g linst Smrthy is actually iwhol 
s?ritfs of battlts against Smithy s creations, tot ding 
more than 10,000 Hp (As tor the Smithy masks, the 
8,000 HP is their combined mount.) Still, that' s »lot 
of d imag- to inflict You'll n«td your strongest p irty, 
which includes Mano. To idstoo'and Bows ar, nd 
they should b» tUvjl2ii-30.B ^sid^slotso 4 M?x 
Mushrooms and Koyal ur Maple Syrup, you can make 
use of Fire Bombs, Rock Candy and multiple special 
attacks such as Bowser Crush. Crystalline and 
Power Blast also come in handy when you want to 
increase the potency of your attack A^ter destroy¬ 
ing the Smulter and Shypers. you II fell into 3 pit to 
face the masks Mario should concentrate on the 
head while Bowser hits the chest Toadstool should 
alternate heeling the party, using special items, and 
bopping the chest with the Frying Pan Mario sLszy 
Shell and Bowsers Drill Claw or, if you don t have it, 
the Spiked L'nk, are the best weapons along with 
Toadstool s Frying Pan.That's it Sounds easy, right? 


SMITHY S FACTORY 
HP- 900/ ATTACK 65/ DEFENSE 140 
MAGIC ATTACK 120 
DEFENSE ATTACK 150 

DOMINO ON MAD ADDER 
HP 900/ ATTACK * 65/ DEFENSE 80 
MAGIC ATTACK 120 
MAGIC DEFENSE 150 * 


\ SMITHY'S FACTORY 
1 FIRST FIGHT 

W HP 2000/ ATTACK 230/ DEFENSE. 130 
FMAG 1C ATTACK 100 
DEFENSE ATTACK. 100 


' SMITHY S FACTORY 
HP 1,200/ ATTACK 170 
DEFENSE 130 
MAGIC ATTACK 12 
DEFENSE ATTACK 20 


TANK HEAD 

HP 8,000/ ATTACK 250/ DEFENSE 130 
MAGIC ATTACK 10 
DEFENSE ATTACK! 50 


TREASURE HEAD 

HP 8,000/ ATTACK? 150/ DEFENSE 120 
MAGIC ATTACK 78 
DEFENSE ATTACK 80 


BODY 

HP: 1,000/ ATTACK. 180/ DEFENSE. 80 
MAGIC ATTACK 20 
DEFENSE ATTACK 60 


CLOAKER ON EARTHLINK 
HP 1,200/ ATTACK 180 
DEFENSE. 130 
MAGIC ATTACK 12 
DEFENSE ATTACK* 20 


HEAD 

HP 8,000/ ATTACK* 180/ DEFENSE. 80 
MAGIC ATTACK 60 
DEFENSE ATTACK 50 


HP* 1,500/ ATTACK. 0/ DEFENSE. 120 
MAGIC ATTACK. 0 
DEFENSE ATTACK 100 


EARTHLINK 

HP 2,500/ATTACK . 220/DEFENSE 120 
MAGIC ATTACK 5 
MAGIC DEFENSE 10 

MAD ADDER 

HP 1,500/ ATTACK 150/ DEFENSE 70 
MAGIC ATTACK. 90 
DEFENSE ATTACK 180 

Cloaker and Domino team up to attack your 
group, but you only have to destroy one of 
them to move on to the next battle The 
survivor of the first battle will then be 
paired with Mad Adder or Earthlink, Cloaker 
is paired with Earthlink and Domino is paired 
with Mad Adder The best party to use 
includes Mario, Bowser ano Toadstool 
Mano should use the Lazy Shell and Bowser 
should equip the Drill Cla w When Toadstool 
isn t healing the party, she should knock 
some heeds with 
the - yng Px. \ 

Co * :;untrat j your 
a? i xks o n Do mmo 
first He s got less 


MAGIC HEAD 

HP 8,000/ ATTACK 135/ DEFENSE: 50 
MAGIC ATTACK. 130 
DEFENSE ATTACK 150 


HP 400/ ATTACK 170/ DEFENSE 80 
MAGIC ATTACK 70 
DEFENSE ATTACK* 50 


MASK HEAD 

HP 8,000/ ATTACK 40/ DEFENSE 150 
MAGIC ATTACK. 70 
DEFENSE ATTACK, 100 
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HP and you'll neu¬ 
tralize his Special 
Attacks After that, 
you'll face Clonker 
on Earthlink Focus 
your Timed Attacks 
on the gient snake If 

S ubeat Earthlink, 
onker runs away 






















I f you're having prob'ems defeating the 
Wimpas, it's probably because you're 
not letting your blaster recharge You 
can neutralize the Wampas with several 
well-aimed shots, but don't let them trap 
you in a corner Fire at the Warn pas as you 
retreat As long as you keep your distance, 
you II get them before they get you If you 
encounter two Wampas, try to make them 
fight one another and then neutralize the 
remaining beast 


Back away from the Wampas and let your 
blaster recharge. Don t let yourself get cornarod 




If your cable scores a hit, your field of vision will 
switch to the outside of your snow speeder 


CWdfcl iiv 


V ou have only a few tow cables, so 
you need to make them count 
Press the Z Button to launch the 
tow cable at the AT AT Walker legs If 
you're playing the game on Easy mode, 
you'll see a message telling you when 


to launch the cables If your cable hits 
the AT AT Walker, your field of vision 
will switch to outside the snow speeder 
While your controller functions remain 
the same, It can take some time getting 
used to flying your speeder from this 


perspective Fly low and close to the 
Walker's legs If you stray too far, the 
cable will snap and you'll have to start 
over After you make four or five circles 
around the Walker's legs, It will stum¬ 
ble and crash to the ground 


Circle close and press the Z Button to launch a 
tow cable around the AT-AT Walkers legs 


Fly low and close to the Walkers legs If your 
speeder strays too far you II have to start ovar 










































B jorn 

chairlift on upper Razor Ridge Barter 
Bear has the Wrench at his Swap 
Shop, but he won't give it up until you give 
him the Mirror You can purchase the Mirror 
at Bazaar Bear's General Store for the 
whopping price of 80 Bear Coins If you've 
made it all the way to Bjorn, there art prob¬ 
ably enough Bear Coins in your pocket to 
buy the Mirror and still have spare change 


BiPrn needs the Wrench to fix hs chairlift Go see 
Barter Bear end trade the mirror for the Wrench. 


Barter won’t trade the Wrench unless you have 
the Mir r or Buy the Mirror at thp General Store 
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HI HERE DO I Gfl WITH THE TURBO SKI? 





B eneath the Turbo Ski’s sleek, hard¬ 
wood hull is the power you need to 
vault the pounding froth of every 
waterfall in the Northern Kremisphcrt 


You'll need plenty of speed before you 
can soar with the leaping salmon Get a 
running start by churning up the water 
in a tight circle while pressing and hold¬ 


ing the Y Button If you have enough 
momentum, you can charge over the 
waterfall and hurtle into the uncharted, 
and possibly hot, water ahead 



All souped up and nowhere to go 7 The Turbo Ski 
has the power you need to clear waterfalls 



Hold the Y Button down and run around in circles 
to gather enough speed for leaping up the falls 



Once you have enough momentum, make a 
straight run and soar above the pounding Toth 




Arich smashes his jaw whenever he pounces on 
a barrel Capitalize on this weakness. 


You can find refuge from Arch's toxic green glob¬ 
ules in ths lower left corner of the screen. 
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H nch the spider might seem like an 
invincible adversary, but he has a 
glass jaw and takes it on the chin 
whenever he pounces on a barrel You'll 


find one barrel on Anch’s back, and others 
will subsequently appear on the upper right 
branch Since Dix;e holds barrels directly 
over her head, it's easier to lint' her up with 


Arich’s chin After Anch takes two hits, he'll 
spit toxic green globules across the screen 
Hide in the lower left corner anc! finish him 
off when he starts hopping around again 
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HOW DD I KUDCK DUER THE IHHQHIP FORTRESS PERM? 


B efore you can walk the Whomp 
Fortress plank, you need to know 
how to knock it over. The trick is to 
Jump Kick the board until it teeters and 
falls across the gap To do a Jump Kick, 
press the A Button to jump up in the air, 
then tap the B Button to kick while you're 
still !n the air This might require practice 
since any forward movement in the air will 
make you slide instead of kick 




Ar^ you trying to walk the plank? You'll nrud ta 
know how to Jump Kick ta knock it aver 


Press the A Button to |ump up 
the B Button before you touch 


in the air, then tap 
backdown 




K lepto the Condor has Shifting Sand 
Land's first star locked away in his 
talons If you Triple Jump up to the 
top of the two-tiered gray platform, you 



can take the Wing Cap and fly up to the 
stone pillar on the far left Then you can 
grab the star when Klepto soars above 
your head If this sounds too difficult, 

■T\ 


weave your way through the Tox Box 
Maze to the same pillar If you run up the 
side of the pillar, you can wait and leap up 
at K'epto to snatch the star 




Ktepto the Condor s flying around wrth Shifting 
Sand Land's first star locked inhis talons 


Either fly to the pillar using the Wing Capor walk 
over to it via the Tox Box maze. 


No matter how you get there, rf you wart long 
enough on the pil hr, you'll b e abl e to grab the star 



HDUI DP I GET THE [flGED STflfl III fiHDmP * 5 FDHTHE55?1 







Y ou could use the cannon and 
drop into the cage, but this an 
exceptionally tough shot 
Thankfully, there's a much easier way 


to get the incarcerated star Climb up 
In the tree and wake your friend, 
Hoot the Owl Grab Hoot's talons by 
pressing and holding the A button, 


then let him carry you high above the 
fortress Once you're over the cage, 
release the A Button You'll let go of 
Hoot and drop iri on the star 





While its a very tough shot, it is possible to gauge 
the arc of the cannon and drop into the cage 


Hoot the Owl is an easier altemabVH to a cannon 
shot Grab his feet by pressing thH A Button 


Don't release the A Button until Hoot flies you up 
over the cage. Now you can drop in on the star 



mrmoo power 




















































































Y ou won't find the Whip until you 
reach the Circus Tram in the second 
level Even after obtaining the Whip, 
some gamers have problems figuring out 
how to equip or use it. P r ess the Select 
Button to switch between the Whip and 
your fist Once you have the Whip select¬ 
ed, you can use it by pressing the B Button 
This is your only weapon in the game— 
don't leave home without it 


you won't find the Whip until you reach the 
Circus Train in the game's second stage 


Even after you have the Whip, you might have 
problems equipping it Press the Select Button 




I t's easy to get burned by the fire-eating 
man in tine third stage, and rf you're 
singed by ? single fireball, you'll lose 
your life .Thankfully there's a pattern to dous¬ 


ing his hot halitosis Select your whip and 
stand next to the platform that the man is on, 
then whip him as fist as possible Flee as 
soon as the man dnnks from the jug in his 


hands Run to the left side of the screen while 
the man Is drinking, then jump over the fire 
ball he spits at you Return to the right side of 
the room and continue whipping il up. 


If you're evun brushed by the fireballs from the 
fire-eater, you’ll lose a life Know the pattern 


Select your whip and stand next the to fire- 
eater Whip away until he takes e drink 


Run left, then turn end jump the fireball Once 
you're safe, return to the man and whip him again 



In the 11SR Cali : 
1-900-2B8-07D7 

imnutt. Colors under 1 t> 
pBrnissiontocaiU 


Q£A FflSl FACTS 


Or writu to* CounsMors' Corner, P 0 Box 97033 
Redmond, WA Bd073 9733 


CASPER 


1. 


Q: How do 1 enter mirrors? 

ft: Position Casper directly in front of thu mirror 
and press the X Button 

Q: How do l use the Skeleton Key 7 

R: Press the Y Button to morph into the shape 
of tire key, then press the B Button to unlock 
the door 


fflRsic say 

Q: I full from the blue plitforms and they 
disappeared How do I get back up 7 

R: Press the Select Button to exit the area 
Return here after completing another area 
and thu blue platforms will reset 

Q: How do f co!tect enemies that are too 
high to reach 7 

R: Use the Extra Weapon that shoots up 


— 

In Canada Call: 
1-900 45 1 - 4 40 0 

|$125 p# minute Cnilcrs under 18 
necdp.’rrnt il permission to HI) 


r. 
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BflllLEZDHEfflUPtK MEHK0U1 


Q: Is there any way to make the paddle move 
faster? 

R: No Your paddle moves at only one spued 

Q: Can I got extra lives? 

fl: No You'll aiwnys have five balls for every 
game Mate them last 1 
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Turok Dinosaur Hunter from Acclaim aims beyond traditional 
3-D shooting games to reach its target of high adventure Docs 
it succeed? Does a 7 Rex have teeth? Here in the Lost Land, 
players greet fierce Bionosaurs and creepy aliens with the 

coolest arsenal of high-pow¬ 
ered weapons since Samus 
Aran stalked the Mother 
Bram But there's much more 
to lurok than simply culling 
the herd with blasts of plasma 
energy In each of the eight 
hurnongous areas, you must 



mitwo POWER 






search for keys that 
gates leading to other areas 
You have total freedom 
come and go as you please, 
provided you can work your 
way through the mnze of jun¬ 
gle, canyons, ancient cities, 
caverns, lakers, secret warps 
and alien fortresses 
Everything from the backdrops to the roars of biorosaurs and 
native drums adds to the mood Play control seems unusual at 
first, but a tutorial mode cases you into the mechanics of move¬ 
ment The graphics are so detailed that you can wa'k up to a 
downed raptor and look right into its mouth And the animation 
is nothing short of spectacular On the other hand, Turok earns 
a Mature rating from the E5RB for its realistic death throes, 
buckets of splattering blood 
and haunting gurgles of 
extinction But in spite of 
the butchery, this game 
rocks Power enters the 
heart of this darkness in a 
twelve-page exploration 
Don't miss it. 


Huge areas Great animation Awesome weapons. Coo! codes, 
o Difficult jumping The moving view exhnusts somfi players 
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The best Gome Boy odventvre ever mode 
returns to stores this month. 

When The Legend of Zelda appeared for the NES back in 
1987 , a new genre of video games was bon—what we call 
the adventure game—combining action, puzzle-solving, char¬ 
acters and role-playing In Link's Awakening, the only Zelda 
title to appear for Game Boy, Shigeru Miyamoto and his devel 

opment team created an 
enchanting cast of characters 
to people the magical island 
of Koholint They also built 
dozens of mazes, towt rs, 
caves and palaces to 
explore Although the action 
may {or may not) take place 
in a dream, Link finds him¬ 
self in real predicaments More than in any other Zelda gamL, 
players meet and help other characters There's a long 
sequence of trading, an animal village, bandits, ghosts, a wal¬ 
rus with a taste for music and much more But what grabs most 
players are the dungeons and towers If you slog through to the 
end, you will fight a heroic 
battle, emerging with one of 
the musical instruments of the 
mysterious Windfish Other 
items include weapons, magic 
potions, special boots, 
bracelets, bombs and 
boomerangs Link must swim, 
fly, climb, run, play a flute, shoot arrows and wield a sword 
There's enough to keep you busy for weeks If you never 
played this game, you owe it to yourself to play it now We'll 
help you get started in this month's classic strategy review 

zftk Adessic adventure Excallant puzzlns and game play Good 
iMn graphics, sound and story 


© Mo Super Game Boy unhancaments 


A quosi collection of HunchPok gomes. 

It's nice to sec a game for 
younger players that isn't just 
cute characters and mindless 
game play l • HQ, in associa¬ 
tion with Disney Interactive, 
presents a five-game Game 
Boy Pak wrth lots of variety 
and fun graphics based on the 
recent animated film The five games are Chisler (a Breakout- 
style game), Djali Bowling (6 pin bowling), Catch The Fool (in 
which you use a trampoline to bounce the fool back into the 
window), Upsy Daisy (bal¬ 
loon fighting) and Picture 
Puzzle In the Fun Fair 
option, you enter the pass¬ 
word earned from playing 
one of the five games and 
Esmertlda gives you a par 
ticular challenge to meet 
The full name of the game 
is The Hunchback of Notre Dame. Topsy Turvy Gamus, and 

there is a definite sense of 
topsy turvy fun, both in the 
graphics and the games them 
selves The default challenge 
level is perfect for young 
players, and the two higher 
skill levels speed up the 
acton Our only complaint is 
that the game lacks the music 
from the movie In this issue of Pow* r, you can learn more 
about what's ringing the bells on this Game Boy HunchPak 

© Fun and vsnnty for young players Super Game Boy enhanced 

Play control on the balloon game is awkward. Too many credits 
on the front ancL No music from the movie 
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Con you find happiness dawn an the farm? 
Harvest Maan will help yau find aut. 

If you think milk and eggs come from cartons, then you 
might learn a thing or two from Natsume's unique 
RPG/Simulation 
called Harvest 

Moon Imagine that 
you are a young 
farmer just getting 
started You want to 
raise crops, make 
money, woo a young 
woman and start a 

family That's a tall order to fill even in the best of cir¬ 
cumstances, but in Harvest Moon you have just two years 
in which to make your dreams come true On most days, 
you'll rise with the sun, slave in your fields and woods 
until dusk, then crash But on special days you'll head 
into town, hang out, buy supplies, amma’s, seed, etc 
and go to festivals. Much of the game involves tasks such 
as watering cops or cutting down trees, but part of the 
fun comes from seeing how this work pays off With a 
limited time to accomplish all of your goals, you must 
focus on efficiency The courtship element of the game 
reflects the disproportionate percentage of video gamers 
who are male (There's no gender option.) Harvest Moon 
may sound a !ot i*ke PC simulations like Maxis's Sim Farm, 
but the RPG element really adds something This is not an 
economic sim, but rather a race against time, the weath¬ 
er, your own learning curve and events If you succeed, 
with a little help from this month's Epic Center review, 
you could become the lord of the manor 

Involving, task-onurtud play Fun hidden stuff 


Definitely not for action fans 



The mast papular puzzle game af alt time 
returns to Game Bay. 

The most popular export ever from Russia was not dancing 
bears, socialist revolutions or borscht it was Tetris And it's 
back! The game seems so simple You have blocks in differ 
ent shapes that fall from the top of the screen If you align 
them so that they make a solid row, the blocks vanish, clear¬ 
ing part of the screen. As 
you get better, the action 
gets faster and more fran¬ 
tic That's all there is to it, 
but it's really just the 
beginning, because Tetns 
secretly alters your brain 
so that the only thing that 
matters in life is the 
achievement of higher scores and a heightened appreciation 
of Russian folk music How did It all begin? As the pack-m 
game sold with Game Boy for years. Tetris became a true 
phenomenon, and not just to hardcore gamers Tetris hounds 
from every walk of life have spent millions of hours honing 
their skills over the years Even so, no one has ever beaten 
the game, because you can't That has to be one of the great 
bits about Tetris—-you can always do better, score higher and 
survive longer It never gets old The sheer number of Tetns- 
inspired titles attests to the quality of this game. This month, 
the return of the original Game Boy Tetris to stores is good 
news for gamers of all ages, genders, and skill levels As for 
Alexi Pajitnov, Tetris' creator, he (rather than the state organi¬ 
zation for which he worked) is finally getting royalties for his 
extraordinary cleverness, so it's pretty good news for him, as 
well The manufacturers' suggested retail pnee of $19 95 is 
also good news 


O Simple, easy to lastrn, great gnrre play Two-player option. 
Classic Russian tunas 

Noway to plug game directly into your cerebral cortex 
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Luke meets his destiny an Game Bay. 


Star Wars is everywhere this year, including on the screen of 

your Game Boy. From Moth 

to Dagabah and beyond, this 
Star Wars Game Boy title fol¬ 
lows the action of the second 
movie closely Luke gains 
seven jodi powers and, 
although most of the game is 
in a side-scrolling perspec¬ 
tive, you also play in several 
flying stages on Hofh and in the Cloud City on Bespin You 
even get to ride on a Tauntaun The game mechanics can be 
challenging, so don't expect to breeze through this game 

© Excnllent graphics Variety of play 

Q Difficult close-quarter fighting Slew controller reactions No 
Super GameBoy enhancements 


The search far the Grail 
begins...ance again. 

Another treasure is being dug 
up from the past No, not the 
Holy Grail, but Indiana Jones 
and the Last Crusade Ubi Soft's 
re release of tins action game for 
Game Boy takes players from the search for the Cross of 
Coronado to the rescue of Indy's father in Germany then on to 
the final resting place of the Holy Grail In six, .ong, side¬ 
scrolling stages, Indy whips up the excitement (not to mention 
his enemies) as he tries to beat the ticking clock Some play 
control aspects are challenging, and the time limits can be frus¬ 
trating But if you want a challenge in a great adventure setting, 
The Last Cmsade has a lot to offer 


© 


Good challenge Passwords 

Poor hit detection Timelimits on stages 
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7f you like the same types of games as our pro players, then check for his or her seal of approval 
Q Scott-Sports, Simulations, Adventure © Tmy-RPGs, Simulates, Puzzles 


m Henry-Fighting, Action, Sports 
Ep Dan-Action, Adventure, Puzzles 


[Graphics & 


© 

© BUt'"- 


• hhbee 

# DjEGTH® 


Power Meter 

The Power Meter ratings 
are derived from pro evalu¬ 
ations using a five point 
scale with five being the 
highest score possible for a 
category 


0 Paul-Fighting, Sports, Simulations 


LesIsc-RPGs, Simulations. Adventure. 




E5RB Ratings 


These Entertainmcanl Software Rating Board 
icons reflect appropriate ages tor players To 
contact the ESRB regrading the rating system, call 1TJQ0-771-3772 
Early P^jKidsio Teen *5?^ Adult 

[Childhood |C?jMA dults 


Mature 






35 


(17+) 



(1 b+) 


Games that were released prior to the 
commencement of the ratings system 
designated NR___ 
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'' 4 > Here we goooo! How many corns can you colicc* on 

“v- •- IQ ny M,,R * lsl in<,> Vou n » ^ 10 O c oms *o i*.irn i w, bur 

thert ire certainly more than that in this level Stomp on 
!Qifc v L > y ev, ry . nerny in your romo to d:^ up all the coins Wht n 

you think you've finally found coins’ in every nook and 
cranny; and Mario's'all tuckered out, take a photo of your 
com count The top 25 collectors pocket four Super Power Stamps 


mm 


Erk“ GOdin oGQ.ueb^City has cool challenge forjW.yne Kv mAi- £ ** 

Gretzky's 3-D Hockey. How rtf ny goals can you score in a „ 

20 -<fininute per»bd ag rhst thv comput _t? Gan you sco? a Hi 

go T a minut,. TChoCfce the Option Menu and configur ^ your 
game for 20 -minute periods, then play through the first per - 

od in on^-pl .yer moc^. AfL?r you snap photo of your first penod stats, rr j\ it into the 
25 top scorers sk ite away with four Super Power Stomps. 


CHALLENGE #2 


SOUTHERN ISLAND 


TRANK LEVEL RIDER 


TIME 


PHOENIX _21 
PITTSBURGH 3 


can you complete all tne circuits in Super Punch 
OutH without using a right punch? 

—Tyndon Gray, Gmnbury, TX 

How many stars can you get in Super Mario 64 
without hitting a cap switch? 5 
—Teppong Teppaw.an, West Palm Beach, FL 

Can you beat Koopa the Quick in Super Mario 
64 after you give him a 30-second head start? 
—Chris Estes, Batesville, AR 

Can you complete the hardest level of Star Fox 
without using a single Nova Bomb? 

—Dave Rozewski, Hart!and. Ml 


Long ago, in a Nintendo Power issue far, far 
away, we asked players to dream up their wack 
lest justfor-fun challenges and send them in to 
the Arena The mail room has never been the 
same If you have a twisted challenge good 
enough for the pages of Power, send it m—you 
might score four Super Power Stamps Here's the 
latest batch of just for-fun challenges 


In the Secret of Mane, can you reach the 
Underground Palace without defeating 2 single 
monster except the guardians? 

—Floyd Lambertson, New Plymouth, ID 
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TROUBLE 
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Donald and Kevin 
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Miles itertm Bcbcaygeon, O 
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Best Times for Gran Prix Mode in 
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Rusty Wnght Converse, LA 
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Michael Yi 
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your Super NES or N64 m % photo of your 
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In this edition of Pak Watch 
we'll dazzle you with some 
of the best N64 pics ever 
released from Zelda 64, j 
Star Fox 64 and other 
upcoming titles. Plus 
there's a new F-Zero for 
Super NES and some exciting 
N64 development news from 
Europe and around the world. 


EXCLUSIVE 


LOOK 


he mast impressive collection of 
screen shots revealed so far from 
J Zelda 64 just arrived at Pak Watch 
and' we couldn't help but show off 
i the entire lot of them. In this batch of 
beauties, you'll notice Link in a village where he 
talks to a young woman and explores die 

P els. You'll also sec more shots of Link on his 
st, exploring a dungeon and battling a 
Sitalfos and the impressive golden knight named 
tfon Knuckle, who also returns from earlier Link 
games. Unlike previous pictures, many of which 
originated from video, these pics clearly show 
the Zelda 64 environments, characters and ene^ 
itiies. They also show selected game elements 
fpr the first time, such as the Heart Containers, 
RJupecs and two selected items. For the first 
time, we can see that the new Zelda may take 
place in three dimensions, but it will make use 
of the tried-and^true Zelda game system. Link i$ 
showing off bis moves, too—swinging his sword, 
leaping from the top of a cliff, and running. But 
perhaps the most intriguing clue to the game 
comes from the camera view which shows a 
wide range of angles. At this stage. Link can be 
viewed from the front, side and back and at dif¬ 
ferent distances. The Zelda development team 
at EAD also sent wireframes of the Stalfos and 
Link in battle positions. As for the story, Mr. 
Miyamoto's team isn't saying much at tbfe time, 
bpt the action takes place in Hyrult and the 
Tjtforce and Gorton also will play roles. This 
may be the hardest game forus to wait for, but 
Zfclda 64 should be ready to. roll by the end of 
tljeyean- 
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S tar Fox 64 moves ever closer to its April completion players can battle it out, but most players will spend a majority 
in Japan. (In North America, the release date for of hours playing the story-based campaign mode in which you 
Star Fox 64 will be in the early summer.) This col- dear one stage after another. 3-D animation will be used in sey- 
lection of shots reveals the breadth of action in this eral ways, including as a means of showing you whaF Falco, 
shooter sequel: On land, over land or in outer space. Fox Peppy and Slippy are thinking when they send yoii messages. 
McCloud and his comrades: Falco, Peppy and Slippy, duel-witfi According to the game's ‘designers, players will have to pay as 
tfje forces of Andrbss..The galactic ape seems to have recovered much attention.to their computer-controlled companions as to 
hj-5 position as.evil nemesis of the Lyla'f System. Bofh the Arwmg the enemies. That may be’a tali order when* you consider how 
fighters and ground .assault tanks have exceptional control, difficult it will be for players to take their eyes off the 
Which include acrobatic moves such as rolbovers. Two to four spellbinding graphics. 
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W e didn't expect Dark Rift to ljl|J||nSu>u. 

be this far along this soon, , ^ 

.:‘-bqt when Vic Tokai sent us JywflR. X 
an early version of the game, _ - A <* ** 

we didn't complain. The first true 3-D irj . * \ » Oi 
fighter for the N64 turns out to be a show- / A 

case of creative graphics and action with . 1 
some twists. The range of moves and M /,£ 
character animation for the fighters was 11 ^ 
probably the most impressive part of the LJ L UlL fJ 
game. (Our test play version was estimat- W 

etj to be about- 70% complete.) Jhree v »* : jj ^ 1 
rounds of fighting determine the victor, rj R *. 
with a time limit restricting each round, t I ) . tfT 1 \ V 
(Number of rounds and time can be set by fe — 
the players.) Movement in 3-D is accom- I . i J ^ 
plished by side-stepping around your 

opponent, but opponents will adjust their | V ^ ^ j" m- m "~ 

position automatically* In addition to ^ 

blocking, the side-step turns out to be a 
useful defensive move. Fighters also have special moves that trig¬ 
ger a close-up, slow-motion animation sequence and projectiles, 
most of which weren't turned on in our version of the game. 
Tckkeo and Virtua Fighter fans with an N64 won't be left out of 
the 3-D arena any more* Next month. Power will bring you a pre¬ 
view of a more complete version of Dark Rift. 


with a shadow car that shows the best route. The game is under 
consideration for North American release in Game Pak form. 
Well let you know if and 

when it is scheduled to ■ 

arrive. In the future/ pos- 
sibly by the end of the 
year, N64 players can r 

expect an incredible 3-D * 1 x \ ^ | O' ^ ^ 

version when F-Zero 64 L 
is completed. 


N intendo is releasing a new version of F-Zero in 
japan for the Satellaview game system that fea¬ 
tures new cars and one all-new race course. For 
those of you who missed out on the first wave of 
Super \ES titles back in 1991, F-Zero was a futuristic. Mode 7 
racer from Nintendo that $et new standards in speed and play 
control. The new F-Zero is delivered to players via satellite and 
features four new vehicles (Blue Thunder, Green Amazone, Fire 
Scorpion, and Luna Bomber) that have been rendered like the 
characters in Donkey Kong Country. Subscribers to thesatellite 
system also get a new track along with the original 15 courses. 
In addition to the new cars and track, there is a tr&ming mode 










KIRBY'S AIR RIDE 

Kilby's Air Ride may not be quite 
high-profile as Zelda 64 or Star 
fox 64, but a* millions of Kirby 
fans already know, the little pink; 
guy is just as much of a bjowhard 
in any video game hero. 

Nintendo Co. ltd. in japan sent 
vs the latest Kirby screen shots to 
pass along to our readers. Kirby's 
Air Ride will offer 3-D action and 
fanciful graphics, but we don't' 
have a confirmed release date at 
this time. 


I LEAGUE 
PERFECT STRIKER 

Japanese sport, gamer* are already wallowing in the expe¬ 
rience of Konami's J League Perfect Striker, and so are we 
here at the Pak Watch desk. When our Japanese copy of the 
N64 title arrived, we dropped everything to play match 
4fter match. What makes this soccer sim so much fun to 
play? It turns out that it's the little things* For instance, 
although Perfect Striker doesn't have the variety of camera 
angles offered In FIFA Soccer 64, it has more life-like ani¬ 
mation. Small movements make a large difference, such 
things a player looking in the direction of his teammates, 
qr turning his head to see a nearby defender. Even more 
important to the game is the ease of control. The fast, erfep 
passing allows you to set up scoring drives with precision 
and the bright active player markers with directional 
qirows help you stay on the ball at all times. The much- 
Vaunted voice-over announcer didn't have much impact on 
Fnglish-speakrng players, but Japanese players have report¬ 
ed that it is the most advanced play-calling of any game. We 
CWI only hope that Konami converts the game for North 
America as soon as possible, otherwise, soccer fans might 
just have to move to japan. 
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CHAMELEON 

TWIST 


One of the most creative game 
ideas for upcoming N64 titles 
here in these shots 
Chameleon Twist, (apart 
Supply provided these 
*cree*i shots of the mam char¬ 
acter putting his tongue to 
good use. In Twist the hero 

uses his tongue as a tod for crossing gaps and licking ene¬ 
mies, Apparently, players can 
control the versatile tongue m 
many ways. There's no word 
yet on whether Chameleon 
Twist will be published in 
North America. 






SPACE CIRCUS 

Ocean reports that its French partner, Infograme*, is already 
m development on a game entitled Space Circus. The car¬ 
toonist* hero, Starshot, and his rocket dog reportedly tear 
around a galaxy of eight planets in the 3-D action title trying 
to find unique circus acts before the guys in the bad circus 
find them. In a demo video sent to us by Ocean, we saw an 
interesting 3-D platform game with a unique look. Imagine 
a 3-D, polygonal Earthworm Jim covered with tlMfiky oil 
paints, ft's definitely different, but before you start thinking, 
what arc those nutty French programmers up to now, the 
overall impression is of an interactive cutooo, and it's pret¬ 
ty cool. Space Circus will have as many as 300 characters, 
some of whom are your enemies, and others from whom you 
can get information, so there's even an adventure element to 
the game. Ocean hopes to have Space Circus completed by 
October. As for Mission: impossible, Ocean's first N64 title, 
Pak Watch should have access to the first playable level by 
the next issue. 


MORE N64 NEWS 

There's a tot to report on the NH development front this 
month from all over the world. Let's start with Europe Titus 
based in France, is working on Lamborghini 64. We should 
have the first shots of the racer in next month's Pak Watch. 
As for progress on the game, Titus tells us that the initial 
plans were to make an advanced port of the Super NFS ver¬ 
sion, but when they began working with the N64, they 
decided to throw out the old and make a completely new 
game. Titus also secured the N64 rights for two Warner 
Bros, properties. The first license Is for the Superman ini- 








mated series. Titu* expects the N64 Superman to be finished 
by the end of the year. The second license is for an upcomiog 
motion picture called Quest for pundot This animated film 
features, the voices of famous actor*, including Christopher 
Ifeeve, jane Seymour and Sir John Gielgud. The N64 Camelot 
fc vchedoled for an early 190B release date. Both Superman 
and Quest for Camelot should appear in North America as 
well as Europe. 

From the shores of merry old England comes the Rare news 
that GoldcnEye 007 won't be released this spring as hoped. 
Instead, expect to see the James Bond action game from 
Nintendo near the end of summer. As you saw in last month's 
preview, the graphics look great in GoldenEye, but the depth 
of game play U getting more attention from the developers at 
Rare. The good news is that Blast Corps, also a Rare produc¬ 
tion, will be ready early, lb fact, it should be released by the 
end of MarcK. 

Of course, Japan is always bustling with N64 development 
news. We have learned that Imagines has the N64 license for 
SimCiiy 2000, although no definite plans have been made for 
creating a game. It may be unlikely since Nintendo has the 
license for an N64 Sim City game based on the upcoming 
SimCity 3000 from Maxis for computers. Mr. Miyamoto has 
told Pak Watch on several occasions that he is looking forward 
to creating a SimCity game for the 64DD system, a game m 
which players take an active role inside the cities they create, 
putting out fires, fighting crime and the like. Imagineer also is 
supporting N64 development by Haling over $40 million in 
new stock. The Japanese developef/publisher is planning on 
producing eight N64 games at this time, which include Power 
King Baseball, EKale, Soccer and a faring game due out m 
April featuring off-road, rally raring. 

Here in the U.S., our contacts working on Buggic Boogie at 
Angel Studios report a new direction and lot* of progress. Yes, 
BB is still in the works. The Ken Griffey Jr* Jweball game in 
development at Angel is also progressing nlcwly, but the title 
won't appear before this summer as originally hoped. 

Pak Watch also expects to hear official announcements 
soon from Midway and Acclaim on new games. At Playmates, 
the JungieBots concept has been approved, but the project 
will be shopped around to other potential licensor*. The 
designers at Conceptual Realities remain eager to sec fhdr 
project through, however, so the N64 title may get the breath 
of life yet. 

Finally, we'd like to make a correction. WCW front T*HQ 
will be developed by Inland Productions, not Studio *. The 
game reportedly will feature at least eight to 12 Of the top 
WCW wrestlers, but there is no word yet on whether the game 
will make use of the four controller ports on the Nt>4. 
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Player’s Poll—Volume 94 

When you vote for the winners of the Power 
Awards, you'll have the chance to be a winner, 
tool Just send us your completed ballot, and 
we'll enter you in our Player's Poll Contest! 


Name 


Address 


City 


Check oi.l the list on page 106 then write dawn the numbers lor your 
five favorite games In orde r of prefe 'ence. with your top choice first 

2._ 3_ 4_ 5_ 


I Super NGS 

II Game Boy 


til 


1 

1 

1 


2 - 


a. 

3. 


4 

4 


5 

5 


IV vVbcch five products ere you mo3t interested in playing? 

1_ 2_ 3_ 4-_ 5_ 

V How old ore you? 

1 Under 6 2 6-11 3 12 14 4 15 17 5 1o-24 b 25oroldf-r 

VI Sex 

I Male 2 Female 

Find the letter ol the Power Award category you're voting for th-*n circle 
the number that corresponds with your choice Please circle only one 
number per category 


A 

& 

C 

D 

E 

F 

G 


1 

1 

1 

1 

1 

1 

1 


2 

2 

2 

2 

2 

2 

2 


3 

3 

3 

3 

3 

3 

3 


4 

4 

4 

4 

4 

4 

4 


5 

5 

5 

5 

5 

5 

5 


6 

6 

6 


H 

I 

J 

K 

L 

M 

N 

O 

P 

Q 

R 

S 

T 

U 

V 

w 

X 

Y 

z 


State/Prov Zip/Postal 

Code 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 

1 2 3 


Age 

Membership No 


( 


) 


Telephone No 

4 5 

4 5 

4 5 

4 5 

4 5 

4 5 

4 

4 5 

4 5 

4 5 

4 5 

4 5 

4 5 

4 5 

4 5 

4 5 

4 5 

4 5 

4 5 


LLLUd 


6 

6 

6 

6 


6 

6 

6 

6 

6 

6 

6 

6 


Trivia Question On what Island does The Legwnd of Zelde Link's Awakening take place? 
Answer_ 

Moll in your card now and keep your fingers crossedl 
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BACK ISSUE PLAYER'S GUIDE ORDER FORM 

Calch up on the classics Order Nrnlendo Power issues listed on 
the back ol this lorm The prices shown include the coat ol ship 
ping and handling 


Nunc 




C 7 StatWrViiY 

20*0* Cede 

< > II 

| | | | | |-| 

Toliphine Na 

Plp&« chuck methei* *rpayoione 

□ Check or M^tty Orttr !j HamiCvd □ Vw 
[PayaMr w Ninrwicte) 

Membership No. 

Cce'it Carl Numhir 

f*jilnri*>n Owe 

( ) 


CanPHder i Sijramrr Telephone Nc 



INTO ACTION 

With Nintendo Power’s inside info, you can pump up your 
playing skills to pounce on the competition. Bounce back 
into the hot strategies and behind-the*scenes stories you 
may have missed. Our back issues and Players’ Guides arc 
power-packed to keep you leaps and bounds ahead of the 
rest. Or when game playing has you bouncin’ off the walls, 
dive into the worlds of our graphic novels. So hop to it and 
power up! To get the goods shipped straight to your house, 
send your order form to: 

Nintendo Power Magazine 

P.O. Box 97032 

Redmond, WA 98073 9732 
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Nintendo Power 

P.O. BOX 97062 
Redmond, WA 98073-9762 
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#32585 
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#33047 

#33948 

#33103 

#32591 
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#26404 

#27127 
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#24949 

#20685 



US- | 
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85.50 

1550 

Canadian 

Price 
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i»15 of each issue} 
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$ 
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Volume 92 {Jan. J7) 
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S700 
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8 

Volume 90 {No* 96} 

8550 

$700 
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S 

\toKime H4 (May 96} 

$5.50 

$700 

s 

#2902? 

Supw Matrnid 

S13 00 

SI75Q 

8 

Volumf J3 (Apr 36) 

8550 
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3550 

S7 00 

s 
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S13 00 

S17.50 

S 
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S7 00 

$ 

#25558 
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SW.00 

S25.5G 

s 

Volume 80 (Jan. 56) 

S5 50 

S700 

S 

#25013 
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813.00 

S25.50 

$ 

Volume 87 (Dec* 34} 

S5.5C 

$700 
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Super NES 

$16 00 

6.2550 
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$550 

$700 
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™ NAME: fr.-, ;...Y -Donkey Keng 
'[ fK ' ART CTAS v..... H e u vy 

HOME-COURSE’ ...DK-s Jungle Parkway 
1 DfSt .,.,v..a93 meters 

DRIVER'S HISTORY: DonkeyKong’s Infractions includetillering (dropping 
bananas] and peeling out, For this reason, tailgating the big monkey Is not 
recommended. 

HOME COURSE HINT: When you go oil the big jump over ftierlw;, angle 
slightly to the left to land a Utile farther upline course. Don’t gel too greedy, though, 
or gall'll lake a bath. Kurrsmo^ 


mmmm 


mmmm 


mmm 


Bowser 


f HOME COURSE:.. ...... .Bowser’s Castle 

tHNuK. MiKte™...... 777 meters 

DRIVER'S HISTORY: Should be considered armed {usually with a red shdfi and 
extremely dangerous Approach with caution, 

HOME COURSE HINTS: Beware of IheThwamp guardians of Bowser’s Castle 
They will crush you If they land on you, or make you wipe out If you run Into them, 
Take II slow on lhe narrow bridge over Hie lava. Falling off wilt bum up a lot of lime. 


HOME COURSE: ....... Worio Stadium 

DISTANCE:...,... . ...1,591 meters 

ORIVER'S HISTORY: Too manylnfradtons In list; m lad, his license has been 
revoked repeatedly lor redrless driving. Rumored lo lave “borrowed" his kail from 
an unsuspecting Koopa Trcopa, 

HOME COURSE HINT: Lois ot sweeping luma hoe allow for good Mint-Turbo 
opportunities. As one of the longest courses, Hits Is a real endurance race that 
requires concentration. .. tramr/oas* 


Princess Peach 


» m*W £L NAME:,..,,.-...,..-..Luigi 

KART CLASS: ........ ...Medium 

HOME-COURSE: .......Luigi Raceway 

DISTANCE: .. .717 meters 

DRIVER'S HISTORY; Missed appearance in 5uper Mario B4 because he waa loo 
busy linkefingon hiskatl. 

HOME COURSE HINTS: Wide, easy terns make it easy In gel In three or four 
Mml-Turbo boosli per tom on Luigi Raceway. Jump at just lhe right lime lo gel lhe 
Item cube suspended from lhe balloon, and you will gel e Spiny Shell. 


HOME COURSE:. ..... Royal Raceway 
**_' DISTANCE:. .. ....1,D2S meters 

DRIVER'S HISTORY: No moving violations on record. (Note: Royal Immunity to 
prosecution may have cleared some records.] 

HOME COURSE HINT: Don't vlall the castle during lhe race—lt’5 e dead end, Be 
careful on lhe narrow stretch after the castle and before the llntft line. 


I M 

’• ■»?;• . • * *• v Yo $ h I 

^ IqWF^OUKSP vTi.Yoshi Volley 
jDJSt4N(E: ..........r 72 m e t e rs 

DR!VER T 5*flISTORY: Suspccteiof dlslribu^ig tounlafElf Item cubes, Yosfil is 
a sllppey character wino excels at the Mini Turbo technique, 

HOME COURSE HINT; The shortest path through the Yoshi Valley maze ti left, 
right, and left. Watch out far the glarri eggef the and ot the mare—It will squish you! 


j 

NAME:... . .Toad 

" KART CLASS:... . Light 

H OME COURSE:. .. .. Toad's Turnpihe 

^ DISTANCE: .. 4/D36 meters 

DRIVER'S HISTORY: Toad has played In traffic since an early age, but his 
speed and quickness have helped him avoid injury, 

HOME COURSE HINT; When you use the Super Star, you can drive right Itoough 
the traffic on this course. While you’re invincible, you can safely gel several 
Mini-Turbo boosts In a coiner, 


mMm 


NAME: ...... r,...y>.,^>..Morio 

KARTCiASS: . .Medium 

HOME COURSE;. . Mario Raceway 

DISTANCE; . .567 meters 

*• *' ^ ^ • *i 

DRIVER'S HISTORY: Exhibits shocking driving tactics (frequent use uf the 
Lining Bolt} for someone with lhe reputation for fair play. 

HOME COURSEHINTS: Using lhe Mlnl-Turbo throughout lhe course rs essen¬ 
tial, but lhe narrow track makes II difficult to slay on lhe mad, Use your Mushroom 
Boos! to lake a shortcut over Hie sand before the green pipe 
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not uct resiwi 


anything 


«wugb tqgxs vcm ^fihv ihat 
Msm will Z 

find- more Turofc sfrategfes Ff* 
VoIumcU5 — including maps. 


Want to play games for a living? 
find out what it takes to break in 
as a game tester in the video game 
industry. Next month's issue might 
be yate ticket fr success. 
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BACK ISSUES 


These Nintendo Power issues are evailablt* tidlvidudly Add 
them to your collection 1 They contain these cxcKmg features 

Volume 75 (Aug '55) VnuialBos Snenal MaiioV frium. 

GalirlicPinball Tcdeioboxei Mai 10 Clash,.SuperMnrn> Worlds: 
Ycwhi's 1 si an d, Si ixx I heliiei 11 (GB) Plianioni 2 (!t 0 Ninja 
Gmden Thlogsjmlge Drtdd, Art ide Classics barilnsornijim 
(GB),C hrono lhggci St rrei of ilu Si.irs,Digipcii Game 
Progi -miming College 

Volume 76 (Sen ’95) Killi liisiiiict* Online Red Alarm, YB 
Coll C istloama Dr n nlaX,The Mask,Dragon.'TileBruccl.ee 
Sion CalnuVG.ilaxian Diniki 1 ) Kong 1 -and 2,ThcSyudican-, 
Girona Inggei Romance of ihe Three kingdom* IV IL 
I mioln Sc M Antkawa profile 

Volume 77 (Oct '95) Snpei Mai io World ± YoshiV Island 
B.ii man Forest i l*i mini Rigi AAAI 11J™ Real Mongers, Mega 
Man 7 Vertical Foret PamcBomtxi AliiIdm(GB) C mlizaiion, 
S«tc?i ol I \ nmore. Super Mario RPG pro e\\, Sports!* one. 

Volume 78 (Nov '95>* Mortal Konibat I Spidermaii and 
\fcnom Sep.ii mon \n\ieiv BigSkvTroopu, Bungirman. Zoop. 
Vttnenvoild (V B), Virtual I .ragi ie Baseball Ivilk r fnsi met (GB) 
Snpei Remit)ofrhejedi Dcfindei/Jousu\\i/»iriis Realm 
Secrci of Fun more NFS Anmscreur Celebration Spoi ls Scene 

Volume 79 (Dec ’95) Donkcv Kong Coimns *h Diddj ft tong 
Qiitfti WainiL.mil (YB) Waterworks Sp<n is Scene W\Sr 
WresileMama flic Arcade Game Vegas Si lives (GB) Mortal 
Kombat 3(GB) Meclnv utkii TOO. V rhan Sti ike bhmlurikal 
Presiets Sccrti of Pseimorc PTO IL 

Volume 80 (Jen ’96) hartli worm Jim 2,ShoslnnUi I rude Show 
Spinal Revolution\ Domnmnipers Mm.nii (luoniclcs 
Bren h of Fne 11 Sca n of E\ i rmore Scoobv Doo, PG \ Tom B6, 
final Flgln 3,J.ickBios (\ B) TeiusBlast, I heGclawa) Frank 
Thomas Big Hi in Baseball (GB). 

Volume 61 (Feb 96) killei IiisuikI 2;F\clusivc Amide 
Casta \gt Mega. M m X3 Mccli W.inioi .SOW Tox Sim y, 
Synduuie, Ntsici sFunks Bowling Donkcs Kong Can limy 2, 
Pielnstonk Man. Ards 1 whifoot. Sink or Sxvnn, Sports Seem 
Rri adi of Fire li Dragon Quest VI 

Volume 82 <M:ir '96) Super Mann RPC, (college Slam 3-D 
Ten k(V B) Fi.inticrlri.C nnliromIsland Snpei M inn Karl 
NHL 9 ( 1 ( 611 ) ITii Smm fs(GB) Digipcn Fcamre keiiGriffn 
On line Vbslnslshnil Talcs of Phiuiiasia, Nintendo Pois'd 
Awards Nominees 

Volume 83 (Apr ’96) SI ladoxss of the Empire, Pwvei Pigs,kI2 
ArcnilcSp< nnl SiiiniKKn hs sBlockB.ilI Fn ihwormlmi 2 
Codes Snpei Mario RFC TaciicsOgrr Poenlionias College 
SI mi Thcl cgi‘inlofZclda-A.1 ink ioi lie Fast 

Volume 84 (May ’96) Klii Gi iffes ji s \\ inning Run. Mohawk 
Sc I leidplionejnck par- line Lobo, Olvnipii Summer Games 
(GB), Snpei Mai io All Siar.s The Making of Mission Impossible, 
NP Ah ini Win nci s. Bhnnl nf UicUii>/n College Slam Codes 
Cylieijocks, Super ManoRPG I nfiall Rise of iheSimstmK 
pari ont 

Volume 85 (jun ’96) 51 Page N&fexdusise game] ires tew 
Ols m pic Sun mi u Gann v kui Gnfkvji V Wi mung Run Hiding 
siiategics Mi)kisvk.k llcndphini(Jaekpannso Tos Sion (GB) 
Diag'inheart Sword (if Hope 11 Luliall Riseof dieSnnsii aK 
pin l two. 

Volumt- 86 (Jul ’96) L3R€poit.PilolVMligs6-i Mnrlal konibai 
Jnlngs B,VSSM.isti rs Classic Pro KdiiKin Super Mai in RPG 
Challenge Hen die Boss pari line Iron MnnA-OMrinoswirhi 
IleasA MmL Br,nines, K n h\ Super Si »r Ttlns An.uk Water 
VWld, Dragon 1 lupper Evcoftni Bdioldei; Si a r Or ran Ssvord 
of I lope 11 jxutlwa 

Volume 87 (Aug ’96). Tetris All uk Ost.u KirhySig>erSiai 
p t ui cun M.o m(i4 FIFA Sou er ^7 L rban Sinke Wasnc 
tirel As s3-D I Im l%ey Beal ilic Ross pan I wo. (*.nnt Bos Puckei 
Power Rangel's7FC) Batik Racers /erti R.icei & DonktvKnug 
Lmd 2 Marvc I Supei tlciocs. \\<u of die Gcntv, Mule Mama, 

Fur f mlilem, NLS1 pn v 

Volume 80 (Sup. *96) Snpei Manoto4,PilotV\Tiigsb I Realm,knbs 
Super Star, pin I wc j, Donkcs Kong I id 2: Didds s Knng Quest. 

Pnuitt-lnaN64Lannrli (nusnt SA l pLueTmoklTinosiiK- 
Hinuci Donke vKongConnirs '> Divk Isong?Donlik Trouble 
FnmenfPcrsia'2 M nn M ill ird SmiOn Mftr301(7 11 k Revolnuom 


Volume 89 (Oct. '96) IJltimaic Mortal Kumbai 3,Sh iclimsuf 
i he Em pi re com n, Don kes konsCniinns 3 Dixie Rung s Double 
Inn l>li. Si reel I lghk r Afpli \ Ms. Pat Man, Hs ri llcnn 
Ailvininrt Snpei MinnKPG, IniuxiesvsvuhSirgem 
Mismnoii) IHris An iek(C»B) B.utle/one/Supcr Breakout. 

Volume 90 (Nuv *96)* D< mkes KoncCo’mtrv 1 Dixies Double 
Trouble, Was: R.xe64 Blau Corps Shallows ol ilu Fanpire 
eomu,Stai Wars.SuiK.! VlaiK;(H Sim Cjty200fl*Miin Mallard, 
KICjardGanu. ArcadesGrcaicsi MilsTbshimien{GB) 1 ufwll 

Volume 91 (Dec. '96). killer Instmci Cold, Wayne ChfT/ks s 3D 
tlnckei NBAUangimie Donkis KungC miner} 3.Dnoc Kongs 
Double Troi ible Pait 2 l lum.ii eMoi lal kombai 3. Marsel Super 
Ht roe*e Wai of die Genis.Tu Mama 2.Jui|Mills, Star Wars 
Shadosvsof ihcFmpii'e V\as*c Race l>4 siralegtc*. 



fhe Gist World Magic Bm Caspei Shadow sofi he Empire 
comic, Beat i hi Boss Came Bos .Small Classics 

Volume 93 (Feb. '97) Siipi*rMm'ioKari Ivl Strn WarsShndons 
of (he Empire Challenge Points, GohlenEse 007 Tin i >k Dmosaiu 
Hunter TopGeai 3IXI() King of Figlucrs Mule Vfamrt,\l>4 
ControllerFak Slar WarsSnadowxofilit?Empirecomir Haivesi 
Mi kjii, M:\ivcloii5. 

Use the Back Issue/Tp Book Order Form in this Issue to 
order past Nintendo Power issues end books, or cail our 
Consumer Service department et 1-800-255-3700 to order 
by phone with Visa or MasterCard 




































Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



